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Atari SHUT UP AND JAM!" 


Accolade 


SYNDICATE™ 
Ocean 


This is just the beginning for the Atari Jaguar 64-bit system. There are a ton of 
new games on the way for’94 designed to harness Jaguar’s insane power. A power that’s rapidly 
making other video game systems history. 

Experience sports games so intense you'll feel the turf burn, combat games that’ll 
drain pints of your blood, and dizzying virtual reality games like Doom and Alien vs 


Predator. Can you stomach a few thousand body blows? You’d better because in Ultra 


\X/ OLFENSTEIN 2 ATARI and the Atan logo are the registered trademarks of Atan Corporation. Jaguar, Kasumi Ninja, Club Dnve, Checkered Flag, Tempest 2000 and Batdezone 2000 are trademarks of Atari Corporation, All 
I & ) tw We nghts reserved. TINY TOON ADVENTURES, characters, names and all related indicia are trademarks of Wamer Bros., licensed to Atari Corporation © 1993, Alien and Predator ™ & © Twentieth Century 
d Softux 
= Fox Film Corporation. All nghts reserved. Used under sublicense from Activision. Charles Barkley’s likeness and name are used under license by Accolade, Inc. Shut up and Jam! is a rademark of Accolade, Inc 
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RISE OF THE ROBOTS™ ROBINSON’S REQUIEM" PINBALL FANTASIES” ULTRA VORTEX" 
Time Warner Interactive Silmarils 21st Century Beyond Games 


FLASHBACK" HOSENOSE AND BOOGER™ AIR CAR WARS™ 
US Gold ASG Technologies Midnight Software 


DOOM" BRET HULL HOCKEY™ BATTLEZONE 2000™ 
Id Software Accolade Atari 


DOUBLE DRAGON V: 
THE SHADOW FALLS™ 
Williams Entertainment 


EGIN., 


Vortex, Kasumi Ninja and Double Dragon V, we've taken brawling to the 64th level. 


What makes Jaguar games so awesome? The raw power of 64-bit technology that 
adds CD-quality stereo sound, 16 million colors, and incredible 3D animation. No wonder 
it was voted the best hardware system in Europe and America. And it’s the only system 
made in America. 


This is just a preview of what’s to come. The Atari Jaguar. 64 bits. Do the Math. 


© 1994 Accolade Inc. Brett Hull Hockey is a trademark of Accolade, Inc. and 1s officially licensed by Brett Hull and the National Hockey League Players Associaton. ® 
NHLPA is a trademark of the National Hockey League Players Association and is used under license by Accolade, Inc. Logo and name © 1994 NHLPA. Doom™ 


Copynght © 1993 by Id Software, Inc. All nghts reserved. All other trademarks and copynghts are the properties of their respecuve owners MADE IN THE USA 
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CIRCLE #101 ON READER SERVICE CARD. 


ALIEN VS. PREDATOR™ INTERACTIVE 


ARENA FOOTBALL” 
V-Real 


IDRAGON’S LAIR" 
Readysoft 


M 


ASSAULT 
Midnight Software 


IYUNGEON DEPTHS" 
Midnight Software 


KASUMI NINJA™ 
Atari 
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MULTIMEDIA SYSTEM 


The only thing you have to lose 


laying 


Stunt Race FX. 


bury steak. This is ; 


“Tn your gut.. -Untess, o f 
course, your Gut*s Stil 
back on the Last Wail l. 


That! S because-~ “yOu "ve got a 
Super FX chip Kea the hood. Big 
Wea yous say? Wel yr try saying 
=u that when you're hurtling off a 3-D 
clift at 130 mp he r a flying boulder Looks 


Like Gt! S about to and in your Lap. You might say, 
“OHNOOOO!!" or “OHMAHGAHE!!!" 


“say, "Big anne 


But we doubt you'll 


And there's other wacky, 
weird StUt is 1 Some Race FX, 


GO FOR SPEED, BA TTLE HEAD-TO-HEAD OR JUST GRAB “SOME AIR. 


Lita race, pick 
AND FORGET EVERYTHING YOU LEARNED IN DRIVERS ED. : 


with nituswh 


jump s—you name it. (The other guy's newest game hag: 
‘only 3 tracks, so a boplt all you yet to 


pick 1s your noSe.) | 


fave ay nee NES. os, 


But you gotta 


maybe an i @So c'mon, what do 
you have to lose? 4 oniy For y 
Well 
% 
©1994 Nintendo of America Inc. Stunt Race FXis a trademark of Ninten : mena Inc. . 


“\ CIRCLE #402 ON READER SERVICE CARD. 


Panked Curves, tunnétdy wild 


Lit! Divil™ ©1993 Gremlin Graphics Software Limited. ©1994 Philips Media. All rights reserved. Why the heck are you reading this? Don’t you have better things to do than waste good nerve endings on stuff only lawyers are supposed to read? Obviously, you need a Philips CD-i player. 


Burn Cycle 


ction yideo/computer hybrid, you play So] 


aaa i - 
yn tS wy breit’s been downloaded with a 24-hours-til-yo,, data thiog 
oe omputel virus. Coming this fall on CD-i ang co-none aus f 


Ke -_ \ae lb ’ 
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"8 on oy herous . : grumpy little hornhead, wending wes wr. COT GIO "i ate, Otic '. ms Waste the mutants and hybrids who iran nO ce 
4C, *?yrinth of Chaos in search of the myst ae e 120" “foes a Expect to be taunted and teased ny rrsid 2 “ 
4nd PC Floppy. (Optional Digital Video °° "9 this fall on CD-i, (Optional Digital Vide° 
*_* - . M e ai 
Litil Divil Utant Rampage: Body S! 


Most of what's on TV can be summed up in one word: lobotomy. Which is why Philips has come 
up with three new exclusive games. All with retina-searing graphics and @@ => ~ 


Ss ear-bending sounds. Now that you know this, why just sit there when 


you have 9,462 anxious nerve endings just begging for the controls. 
Now, for a mere $299, you can introduce your nervous system to the new Magnavox 450 CD-i player. For more input, dial 800.824.2567 


CIRCLE #103 ON READER SERVICE CARD. 


PHILIPS MEDIA 
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INPUT: “Join the VivcoGames Team” 
PRESS START: eft Rumors, Reader 


Mail, Interviews, Information, X-Files, 
Top 10 Lists, VG Newsnet 20 


4& 
ag Previews The Death and Return 
Ballz, Pac-Man 2, Street Racer, Marko of sed man, eaniicl 
and His Magic Soccer Ball, Flying Har od ee Spar ster, 
Nightmares, Maximum Carnage, Star Roa Jaen ra 
Trek: Deep Space 9, Samurai Shodown, Spinball and more! 
SE SED 
nie PF ; 


Jump ae our fire! Tips, tricks, secret 


moves and more for Virtua Racing, Wolfenstein 


3D, NBA JAM Tournament Edition, King of Dragons, 
X-Kaliber 2097, Ninja Warriors, Wiz ‘N’ Liz and more! 


Why buy strategy book when you 
can get it all here, for cheaper! 
Follow our lead and beat the street: 


Super Metroid strategy 30 


Baahle Beaaon: V 60-61, Fighter’ piteeye = 75, Bonk Ill CD 76, Side 
62, Breath of Fire 63, Jungle Book 64, Fatal Pocket 76, Lethal Enforcers 
Fury 2 66, King of the Monsters 2 67, World Il: Gunfighters 78, Dungeons 
Heroes 68, Rebel Assault 70, Revengers of & Dragons: Tower of Doom 
Vengeance 71, World Heroes 2 Jet 72, 79 plus Micro Reviews! 
Gridders 74, Mighty Morphin Power Rangers 
m 7.4 


Earthworms, H e, and Husky Boy: Betty nd 
Nikos visit 5, Hyp Perry’s Shiny Entertainment 36 
Sega’s Gamer’s Day 42 

SportsWire: News, Reviews, Previews 84-91 
Global Gaming: 92-93 

Hardware: The newest in new! 94 

Cover Art: Double Dragon V™ and © 1993 by Technos Japan Corp. licensed exclusively to Tradewest, Inc. All Rights Reserved. 
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SEGA-CD”™owners asked. We listened. Now, it's here... 


Our games yo vo Ils to 11/ 


SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (C) 1992 Game Arts. “LUNAR?” is a trademark of GAME ARTS. Licensed from GAME 
ARTS asd WORKING DESIGNS, 18135 Clear Creek Road, Redding, CA 96001. This game produced in 3B, eh? For a dealer near you, call (916) 243-3417 ext.190. 
CIRCLE #104 ON READER SERVICE CARD. 


He get a lot 
of positive 
: responses ) 
to every issue of VioeoGAmes Magazine, but we 


also receive a bundle of complaint letters, too. 
Most of them are from readers who disagree 
with our opinions on a particular game. Well, 
everybody has a right to have an opinion, but it’s the 


informed opinion that really counts. That’s why our 
staff plays games—lots of games—all day long. 


We'll honestly tell you if a game is a hit or ad 
Fortunately, our readers play lots of games, too, so 
guess we'll always get positive and negative fee 
back from you. 7 
Though it is satisfying to read 
letters that say, “I generally 
always agree with Chris 
Gore,” that still doesn’t 
solve our problem of 
wanting to involve 
readers in VIDEOGAMES 
magazine at a much deeper 


PUBLISHER 
LARRY FLYNT 


ASSOCIATE EDITOR 
BETTY HALLOCK 


EXECUTIVE EDITOR 
CHRIS BIENIEK 


level. Some of your iatibrs are SO ferocious that | 
can see the imprint of what you wrote on the first 
page indented on the fifth page! How can we get 
these opinions, this energy into the pases of our 
magazine? 

To meet this need, we're going to der you the 
opportunity to become a member of the editorial 
Staff of VioeoGAmes for one issue. We want you to 
tell us—in 50 words or less—why you want to 
review games for us. Send your reasons along with 
your name, age, address, daytime telephone num- 
ber and a snapshot of yourself for our masthead to: 

VioeoGames Guest Editor — 

9171 Wilshire Blvd., Suite 300 

Beverly Hills, CA 90210 


PRESIDENT 
JIM KOHLS 


EDITOR IN CHIEF 
CHRIS GORE 


ASSOCIATE EDITOR 
NIKOS CONSTANT 


Each month 

we ll choose 

the most in- 

teresting response and give you the 

Opportunity to be a Guest Editor of 

ViDEOGAMES for one issue. You'll receive 

100 dollars, a ViogoGAmes T-shirt, a bunch 

of free games and 50 copies of the magazine to 

give out to your friends and family. You'll also get 

a chance to speak your mind about the latest 

games, so be prepared; your comments will be 

read and respected by the entire video-game 
industry! 

That's it. No flashy contest, no sentimental pep 
talk—just let us give you the freedom to make 
your mark on the ultimate gaming magazine, 
month after month. Next issue, look for the first 
lucky person on this page! 


—Chris Gore a 
The Big Cheese 
(and your boss if you win!) 
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Deadly, 
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INo Remorse! 
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Advised. 


Mature Audiences 


THIS OFFICIAL SEAL IS YOUR AS- 
SURANCE THAT THIS PRODUCT 
MEETS THE HIGHEST QUALITY 
STANDARDS OF SEGA™. BUY 
GAMES AND ACCESSORIES WITH 
THIS SEAL TO BE SURE THAT THEY 
ARE COMPATIBLE WITH THE SEGA 
CD™ SYSTEM. 


Que Games go to 1/ 


SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. Game (C) 1993 SIMS CO.. LTD. English translation (C) 1994 Working Designs. “VAY” is a trademark of SIMS CO.. LTD. 
Licensed from SIMS CO.. LTD by Working Designs, 18135 Clear Creek Road. Redding, CA 96001, What are you doing reading this legal mumbo-jumbo? Get off your butt and get to the store before all copies of VAY are sold. man! 


For a dealer near you, call (916) 243-3417 ext . 190. 


CIRCLE #105 ON READER SERVICE CARD. 


il 


EDITED 


Thanks to Absolute and Coca Cola, some lucky kids at 
John F. Kennedy High in Patterson, NJ had to lucky 
opportunity to see how computers are used to make 
video games. This was part of the National Science and 


Technology Week. Games they got to see in development — 
were Home Improvement for the SNES and Star Trek: The 


_ Next Generation for the Game Gear. 

The innaugural Blockbuster Video 1994 World Game 
Championship will feature a special Tournament Edition 
of Clay Fighter for the SNES. This version will be 


AUGUST + 


gst e Aas cs ay 


NAKANIU 


enhanced and be faster. Also there’s a tournament mode 
for 8 people in sudden death, single and double elimina- 
tion. Get this game at participating Blockbusters. The 
tournament which is going on now will conclude at the 


World finals in Fort Lauderdale on August 19-21. _ 
-‘Tetri Hooks Women | | Q 
g “According to a recent Wall Street Journal article, 40% of 


_ the buyers of Spectrum Holobyte’s Tetris are women. 
The article also attempts to address the reasons why 


AMATION 


women get addicted to Tetris, and a sociologist commis- 
sioned by Nintendo, Gini Graham Scott, claims that, “It’s 
the woman who handles the decor,” and that they feel a 
rush of endorphins. One woman claims that she quit 
smoking as a result of picking up the Game Boy. A most © 


interesting comment includes on woman who began to _ 


play mental Tetris with the Manhattan skyline! 


_ NuReality which was founded by a co-founder of the 
~ fourth largest PC manufacturer AST will be releasing the 


VIVID 3D sound system which will give 3D sound from 


oy 


jokes? eg you stuck in det nti 
Wie one big party? You're not the only one. 
The ViocoGames staff recently hooked up _— 


oe a Wes ee aoe your 
a 


jon a lot? Is your 


7 with hip-hop producer J Sw!ft, who told us — 
about os Wascals, a group that gets off ¢ on 


rhymes all night. By: a eo of good ibe we 
got to hang out with the Wascals in the stu- 


dio as they were putting the finishing touch- 
es on the last song of their debut album 


_ Wascals Greatest Hits. Between takes, we 


talked to them about life, music, business 


and video games. 


With a video that’s already in 
heavy rotation on Yo! MTV Raps, 
the Wascals—A. L,Phie, 


\\l 


I al 5 ol cjashback: 
« is moves or ee L/ 
Swit ponder wpe Ay 


Imey, Spit-anky and 


Buckweed—are ready to shake 


your booty and feed your head like 
no other hip-hop artist on the scene 


two speakers. It will be compatible with 
your cartridge game systems as well as your 
PC for under $100. 


\o you sit around at home? 
playing video games and groov- 


gANW:> 


TOp 


today. Taking their cues from the old 


Our Gang comedies (that's The Little Fase 
to all those that have seen them on TV), the | 
Wascals want to put the reality back into hip- — 


hop, a genre of music that has been hounded 
in the media as being overly violent and misog- 

ges As group motivator and mentor 
‘| oe Swift tells it, Durst 


f 


not 


ow his tribute 
comedies: 

We’ re not talk- 
ing about stuff that 
we couldn't do, like 
kill babies, because 
that’s dumb. Most 
people just hang out 
and do what we do.” 

- sSwitt, 2 22, has lived a life of music. When — 


he was 16, he started supporting himself as a _« ‘ 


musician by writing R&B songs and selling 
them to publishers. At the time, rap was still 


_ being developed and not mass- marketed 3 {rom 

_ by every record and soft «producer (Cl0° na swt t.) | 

drink + company ne Wascals with th nt phie, Spit " : 
out to make a fp et: Buhne” eet 


buck. "R&B beats 
are like nothing,” says Sw!ft, “you can make 
them in five minutes.” He used his musical tal- 
ents to earn money until the day he could earn 
a living by doing hip-hop. With a hit album by 
the group The Pharcyde under his belt, the 
Wascals ready to blow up and a bunch of other 
m ig) Projects on the way, Sw! ft is 
« jfinally doing what he wanted 

all along. 
The Wascals were origi- 
nally formed, just for fun, by 
St. Imey and Buckweed, who 
_ were hanging around with 
Wi, Sw!ft when he was working 
with other rappers. After 
Buckweed made an appear- 
ance on an Easy E 
Christmas single in 1992, 


e 


Legend of Zelda - A Link to the Past 
graphic novels. These reprint the first 12 episodes from 
the Nintendo Power magazine in 1992. 


Prima Publishing just released a few books, one is SEGA 
CD Official Game Secrets, Eternal Champions the Sega 
_ Genesis Official Power Guide and the Sonic the 


p started to grow. 


“ overboard, i 


JAM (domi pi 4 AL. Phie, the JAM king) 
Madden ’94 (Buckweed’s s domain), Super 
Empire Strikes Back and Flashback (slowly 


mastered by the laid-back Swift). T hey claim 


that their game-playing skills port over to the 

business side of the music industry quite eas- 
ily. “We' re on a mission to get paid and all 
that.. then we can st park and talk about it.” 


Treating business as a game, Sw!ft and the 
Wascals have proven themselves quite suc- 
cessful with their laid-back style and no-rules 
approach. In addition to being musicians, 
Buckweed has started his own production 
company, A.L. Phie works as a professional 
actor and Sw!ft is part owner of the label that’s 
releasing the Wascals’ album, Fat House — 
Wreckords. 

Living by the code of a mellow work ethic 
and youthful vibrancy, these guys have all the 
time in the world to become stars, 
get paid, play and maybe even! 
appear in their own video game. 
Hey, it could happen! 


those 64’s, they'll be worth a fortune. Get your hands on 
one of those monitors also. What’s going to happen to 
the Amiga and the CD 32? 


JVC's Heidel for the Sega CD is del ad because the 
ae | 


edgeHog 3 Official Play guide. Check these out if you Ze 


PlayStation... 


Hardware Extra: 
Sony’s 
PlayStation-X 


Entering the ring in the Battle Royale of 
game systems is the new Sony 
PlayStation or PS-X. A CD-ROM-based 
machine, the PlayStation will be available 
in Japan for Christmas 1994—though it’s 
not expected to be released in this country 


until 1996. Since Sony is one of the 
biggest manufacturers of consumer elec- 
tronics as well as being a software pub- 
lisher, some insiders see the company’s 


AUGUST %* 


j——__¢>_23-_«>___€3. —__«-_¢> _1>_¢>_e-_¢ 


Come see a 2DO™ Deme. 


WEST 


July 23rd 
Babbage 's. Bellevue Shopping 


Center. Bellevue, WA 


August Lath 
Circutt City. Emeryville. CA& 


August 27th 
G&G/Captroen. Valleo Mall 
Cupertino, CA 


September 3rd 
Circuit City, Emeryville, CA 


MIDWEST 


July 20h 
Electronics Boutique. 
Bloomington, MW 


August bth 
Electronics Boutique 
Woodfield Mall, Schaumburg, IL 


August Lrh 
Electronics Boutique 
Overland Park, KS 


August 20h 
Babbage s. Northbrook Court 
Northbrook, IL 


August 27th 
GameStop. Mall of America 
Bloomington, MN 


Se Sage 
July ZO¢h 


Software Etc. Willowbrook Mall, 


Wayne, NeJ 


August bth 
Software Etc. 
Menlo Park Mall. Edison, WJ 


August 20th 
Software Etc. 
Route ZZ. Springfield. WI 


August 27th 
Tak of the "Lown 
Franklin Turnpike, Allendale. WJ 


SOUTH 


oe, Co¢h 
Babbage's. Aventura Mall. Worth 
Miami. FL 


July 23rd 
Electronics Boutique 
Vista Ridge. Lewisville. TX 


July 27¢h 
Babbage's. Miami International, 


Miami, FL 


marketing and distribution muscle as the 
keys to the machine’s success. 


A 33MHz 32-bit chip is going to be in 
the heart of the box as well as MPEG com- 
patibility for hot full-motion video, power- 
ful sound chips and 5 MB of RAM. The 
machine's 3-D graphics engine can move 
polygons, sprites and texture maps 


smoothly. Looks like an arsenal of hi-tech 


goods, right? Read on for more of what 
this contraption can do. | 


The Japanese PlayStation’s futuristic 
control pad features individual buttons for 
the Up, Down, Left and Right commands as 
well as ten separate multi-function buttons, 
six of which are on the face of the pad. You 
know how you use your pointer fingers to © 
press the L and R buttons on top of the 


_ Super NES controller? The PS-X pad has 
- four buttons on top, two on the left and two 
on the right. The machine has two con- 
troller ports, and there are slots in the back 
_ for inserting memory cards. 


Aside from the three Sony software 
titles shown here, other games in develop- 
ment for the new machine include Namco’s 
Ridge Racer, CyberSied and Star Blade. 
Can the PS-X do justice to these killer coin- 
ops? We'll keep you posted. 


'] 


Red Prasm: A robotic battle game sounds great, espe- 


cially when it utilizes full polygon graphics. 


LLY PLLA 


300 and the 3DO logoa are trademarta cf The 3D0 Company © 1774 The 500 Company. Al rights reeerved 


(The other Tt chose the 3DO™ system over other home gaming systems at the 32DO Challenge.) 


We invited visitors at 300 promotional displays to check cuta side by side comparigon with other 


home gaming systems. 7 ovt of bine, people who completed os Challenge. chose the 3D0 system. 


(The other 1 probably still likes disco music toc.) They were asked aboot stuff like 


graphics, sound quality. and bitchin—ness Gr eee But = you Tee zen 10's guy. You 


don t believe everything you read. Fine. Good. Come and see eEor yet eee then. 7 Ake 


= i3DOR 


the 2D0 Phallence. Unless of course you're too Sake Pe ae eee Fever reruns. | 


300. THE MOST ADVANCED HOME GAMING SYSTEM TN THE DIVERSE. 


Experience the 3DO system at Babbage's, Electronics Boutique. G&G/Captron, Software Etc. Gamers Paradise, and The Good Guys. Fer the name of a + 300 dealer, cal 1-800-REAL~ 300. 


CIRCLE #106 ON READER SERVICE CARD. 


| FIGHTING THE DREAM MATCH 
I'm a Neo*Geo fan, and | saw 
the page on the secret character 
for Fatal Fury Special in your May 
| 1994 issue. You said that a mem- 
| ory card was needed to find the 
| secret character. Where can | get 
- the memory card? All of my 


‘ET friends have been waiting to get it. 


—John Zavala 
Palm Springs, California 


You can order a NeoGeo 
memory card by calling SNK 
directly at (310) 371-8555. Ask 
for the Customer Service depart- 
ment and be ready to kick down 
$29. Keep in mind that you can't 
play as the secret character, Ryo 


sme Sakazaki, in the arcade version of 


Fatal Fury Special; that trick only 
works on the home version of the 
game. However, you can fight 
against Ryo in the arcades if you 
beat the game without losing a 
round. 


GORO GOES GREY? 

Hey! What happened to Goro? 
Is he going to be in one of those 
“Grey Poupon” commercials? Oh 
yeah, arent you going to talk 

about Super Metroid at all? 
—Tony “Breaded Cow” 
Janszewski 
Parma, OH 


Tony, you are weird. Thanks for 
the drawing. Why do they call 
you “Breaded Cow’? Regarding 
your Super Metroid question: 
Check out this issue's strategy 


guide by none other than the 
video game god, Zach Meston. 


ANGRY PARENT 
| am tired of censorship. Every 
time the legislators get involved 
with video games, it’s like a slap 
in the face to parents. | am the 
parent! It is my responsibility to 
know what my child will or will 
not see concerning video games. 
| don't remember passing that job 
along to anyone else, let alone the 

U.S. Senate. 

—M.D. Anderson 
Maryville, TN 


You're absolutely right. That’s 
why the VioeoGaAmes staff is in 
favor of a voluntary rating system; 
so that you and other parents can 
make informed 
decisions about the 
games your kids 
want to play. What 
we don’t agree with is 
when the most unin- 
formed _ legislators 
throw their hats into = 
the ring and speak out on iopies 
with which they are completely 
unfamiliar. We're sorry to hear 
that you're tired of hearing about 
censorship, but we hope you'll 
agree that somebody needs to 
keep video gamers informed on 
these issues, and we've chosen to 
keep our readers up-to-date with 
continuous coverage of the latest 
legislative happenings. 


BURN, SNES, BURN 

| happen to be a very loyal 
Sega fan and—like countless 
other loyal Sega fans—I am 
pissed off at Nintendo’s moronic 
advertisement on pages 24 and 25 
of the May issue of WoroGAmes. 
They attempted to make the ad 


look like an editorial so they could 


fool VG readers. | decided that | 
would make my OWN list of ques- 
tions and answers just like 
Nintendo did. Here goes: 


Special Preview: First 


Photos of Mortal 


Just as we went to press, wet ° 
spotted these four photos of 
Acclaim’s home versions of \.. 
Mortal Kombat Il on the 


oped by Seulgiuted Software and will 
include full blood and arcade fatali- |~ 
ties, and the 24-meg Genesis version 


# Mortal Kombat techno 


Which system gives you two cus- 
tom graphics processors? 

SNES 
Which company is run by uptight 
losers? 

Nintendo 

Which system has Mode 7 
effects? 

SNES 
Which system hardly ever uses its 
Mode 7 capabilities? 

SNES 
Which system has a gray control 
deck? 

SNES 
Which company actually keeps its 
promises? 

Sega 


—Chris Hartford 

Westford, MA 

Thanks for the humorous 
sequel, Chris. You wont 


think that esi is complete- 
ly innocent, either, if you check 
out the following letter... 


LIE, SEGA LIE 

Have you seen Sega’ latest 
“Consumers’ Guide?” It’s basically 
a free pamphlet that explains Sega 
games to parents and prospective 
system purchasers; | found mine 
at the local Wal-Mart. You would 
think that with all of Sega’s wealth 
and prestige, the company would- 
n't have to /ie. 

In the “Consumer's Guide,” 
Sega specifically states on the first 
page that it made the “first con- 
Sumer video game machine,” the 
“first handheld color portable 
[system]” and the “first consumer 
CD game unit.” Hey, Sega: Have 
you ever heard of the Atari 2600? 
The Mattel Intellivision? The GCE 
Vectrex? These and about ten 
other game systems were avail- 
able long before your “SG-1000” 


insert of the new 


CD. The zu-meg Super 


came out in 1983—in Japan only. # 
Regarding your claim about color 
portables, all | have to say is @ 
LYNX—Atari’s color portable defi- § 


nitely beat the Game Gear to the | 3 


Streets. “First consumer CD game | = 
unit”? The TurboGrafx-CD system 
was available years before Sega 
got into the CD-ROM business. 
Just read through the “guide,” — 

and you'll see what | mean. “A @ 
Guide __ to Buying and | 
Understanding Video Games?” 
Blasphemy! 

—Alan Lanoie 

Greenfield, TN 


Unbelievable! Thanks for bring- 
ing these blatant Sega blunders to 
our attention. We found some other 
bold-faced exaggerations in the 
pamphlet; for example, it claims that 
Sega has “the world’s largest game 
library.” Huh? You could add all of 
the Genesis, Sega CD, Master 
System and Game Gear titles togeth- 
er and never even come close to the 
total number of games released for 
Nintendo’s Famicom system in 
Japan—the last time we checked, | 
there were close to 1,000 titles 
released for that machine in its lifes- 
pan (11 years and counting!) 

We're sure 
we speak for 
our — readers 
when we deliv- 
er this message 
to all of the 
game manufac- 
turers and pub- 
lishers (you 
know who you 
are): The world 
of video games 
is not a political 
forum, and it’s 
not a war that 
has to have a 
clear winner, 
either. Please 
stop wasting your time by slinging 
mud and stretching facts! If you 
redirect that energy into the 
process of continuing to make 
great video games, the industry 
as a whole will be a lot better off. 
‘Nuff said. 
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It’s here. Mortal Kombat -- The Album 
is available on Virgin Records’ sub- 
sidiary, Vernon Yard Recordings. It’s a 
full length album that features techno 


music inspired by Mortal Kombat the 
game. The tracks are performed and 


produced by The Immortals. They’re 
from Belgium. The ten tracks on the 


AUGUST "9 


album include “Sonya (Go Go Go),” 
“Techno Syndrome (Mortal Kombat), ” 
“Kano (Use Your Might),” and 
“Scorpion (Lost Soul Bent on 


Revenge).” The album cover shows the Oyster Bay, 


first pictures of Mortal Kombat II for 
home systems to be seen. For the 


authorized Mortal Kombat Il newsletter, 
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write to: THE 
PIT Il, P.O. 
Box 9005, 
Dept. CD, 


MORTAL KOMBAT 


—E AL 8-0-8 


NY 11771. 
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Top 10 lists courtesy of Babbage’s: America’s Software Headquarters and RePlay Magazine 


SEGA CD 
1. Toméat Alley by Sega 


GENESIS — 


1. World Series Baseball by Sega 1. Super Metroid by@intendo 


GAME GEAR 
1. NBAVAM by Arena 


TOP TEN 
CHARACTERS 
WE’D LIKE 
TO SEE IN 


NBA JAM 
. Fat Albert 
. KISS in full make-up 
. Chaka from Land of the Lost 
. Tank Girl 
. Underdog 
. Xuxa 
. Tattoo from Fantasy Island 
. Rerun from What’s Happening 
. Aeon Flux 
. Peko-Chan the Milky candy girl 
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2 DO 
1. Jurassi¢ Park Interactive by 
Universal Interactive 


ARCADE 
1. Star Trek by Williams 


BETTY .& 
ERIc’s TOorpP 


1. Peanut M&Ms 


LLY, 


SNES. 


COIN-oOP 
SOFTWARE 
1. Dungeons & Dragons Tower of 

Doom by Capcom 


COIN-OP — 
1. Mortal Kombat Lay Midway 


DELUXE 


COoOInN-OPpP 
1. Ridge Racer by Namco 


L Significant 


VG 
NEWS 


3DO UNDER FIRE 

A recent Newsweek article painted a 
rather bleak picture of the future of the 
3D0 platform, citing poor sales of the 
Panasonic ReE*AeL machine in the U.S, 
as well as reporting that spectrum 
HoloByte has halted development of its 
Star Trek: The Next 
Generation 3D0 game. While spectrum 
HoloByte has attempted to defuse the 
Star Trek story, we feel it’s far too early 
to sign the 3D0’s death warrant just yet. 
The machine is selling well in Japan, and 


wt it’s important to remember that no video 


game platform has ever been able to 
prove itself in the U.S. in such a short 
time. Even the hugely successful 
Nintendo Entertainment System—the 
dominant game machine of the late 
80s—took a good two years to build up 
a full head of steam. 


MEGA MAN REDUX 

Speaking of the NES, former 8-bit 
addicts who went ga-ga over the retro 
vibe of Nintendo’s Super Mario All-Stars 
will get more kicks this fall when 
Capcom releases Mega Man: The Wily 
Wars for the Genesis. Marking the char- 
acter’s first appearance on a Sega plat- 
form, this 12-megabit title combines the 
Original Mega Man Mega Man 2 and 
Mega Man 3 adventures into a single 
Cartridge. 


DRACULA X-FILE 
Despite heavy underground Support, 
unsolicited magazine coverage and a 
Proposed letter-writing campaign, 
there’s still no way that Konami will ever 
release the stunning Japanese PC 
Engine game Dracula X for the 


fe TurboGrafx-CD/Duo in this country. 


However, there’s a Slight possibility that 
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this Castlevania sequel will be converted 
to the Sega CD platform—which is 
exactly what has happened to Konami’s 
controversial PC Engine cyberpunk 
adventure, Snatcher. The sega CD ver- 
sion of Snatcher was Officially unveiled 
at the Summer Consumer Electronics 
Show on June 23rd. 


SAVAGE HEROES/CLAY 
FIGHTER GO 32-BIT 

The top-secret Electronic Arts project 
Savage Heroes—a fighting game with 
character animation digitized from 
footage of stop-motion animated mod- 
els—has been cancelled as a Genesis 
cartridge. Current plans call for the 
game to appear on 32-bit platforms 
only. The same goes for Interplay’s 
upcoming Clay Fighter sequel: though 
this all-new beat-’em-up will appear first 
aS a 16-bit SNES cartridge, the Sega 
version of C2—Judgment Clay will be 
one of Interplay’s first titles for the new 
32X platform. 


WOLFENSTEIN 3-D, 
LOOPZ IN LIMBO 

If you’ve been holding your breath 
waiting for Imagineer’s Super NES puz- 
Zler Super Loopz, you'd better exhale 
now. Despite Eric’s extremely positive 
review in our June issue, the game’s 
release has been postponed indefinitely. 
The same is true of Imagineer’s Genesis 
version of Wolfenstein 3-D: we've heard 
that the game’s developer, Tiertex, is 
finding out that the Genesis hardware 
just can’t deliver a version of the game 
that—per Imagineer’s specifications— 
“blows away” the Super NES adaptation. 
Genesis owners who are Starving for 
some first-person violence may have to 
settle for Accolade’s Zero Tolerance, a 
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Wolf 3-D clone that’s said to have 
received a lot of attention at the recent 
Sega sales conference in Florida. 


TEMPEST 2000 PADDLE 
CONTROLLERS? 

Sure, everybody loves Atari’s 
Tempest 2000 for the Jaguar, but a 
common complaint is the lack of a knob- 
style “paddle” controller like the Original 
Tempest coin-op used. It came as a sur- 
prise, then, to learn from programmer 
Jeff Minter that the game includes a hid- 
den “rotary control” configuration 
option (just hold the PAUSE buttons on 
both controllers at the “Game Options” 
menu.) That's all well and good, but 
there is no currently-available paddle 
controller for the Jaguar and Atari’s 
plans to release one are Sketchy. 
Readers with soldering-iron skills are 
Encouraged to pick up an old Atari 2600 
paddle controller and try to make their 
own; just don’t do anything that will vio- 
late the terms of your warranty unless 
you're prepared for the possible conse- 
quences. 


SEGA CD BUG LIVES 

Remember the hardware bug that 
Caused minor game-freeze problems in 
Lunar: The Silver Star? We hear that the 
problem had been dismissed by Sega 
techies as a software bug that plagued 
only Lunar—that is, until sega’s own 
Dark Wizard role-playing game suffered 
trom the same symptoms. If you're one 
of the small percentage of sega CD2 
owners whose CD drive locks up after a 
long battle in these or any other games, 
try gently tapping the side of the CD 
compartment to cause the drive to re- 
seek the proper track and send you on 
your way. 


Tradewest, Tyco, Buena Vista and ViogoGames Present: 


THE POWER O 
THE Dre c= 


!0 commemorate the release of —_—_—__—_ 


| ~ Tradewest’s new action game, Double 
Dragon V: The Shadow Falls for the 
ouper NES, Genesis and Jaguar, 


VIDEOGAMES \s giving away a heapin’ helpin’ of Dou- 
ble Dragon merchandise, including game cartridges, 
action figures and home videos! You can watch mar- 
tial arts heroes Billy and Jimmy Lee kick butt on your 
VGR, control the carnage on your game machine or 
even act out their antics with the complete line of 
poseable action figures and vehicles! 

Just send in a postcard with your name, address, 
phone number and age—and tell us which system 
you d like to win Double Dragon V: The shadow Falls 


for (Super NES, Genesis or a) 
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10 Grand Prizes! Ten (10) lucky winners e wil waht receive a ae 


Dragon V prize package filled with tons of cool Dp paraphernalia! 


Double Dragon V Prize Package includes: 


¢ Double Dragon V: The Shadow Falls game cartridge for the Super 
NES, Genesis or Jaguar (your choice)—courtesy of Tradewest - 


¢ Double Dragon Action Figures: Billy Lee, Jimmy Lee, Vortex, Blaster, 
Shadow Master, Sickle and Trigger Happy—courtesy of Tyco Toys 

° Double Dragon Action Figure Vehicles: Double Dragon Cycle, Double 
Dragon Cruiser and Shadow Raven—courtesy of Tyco Toys 

* Double Dragon two- volume video library (VHS)—courtesy of Buena 
Vista Home Video 

¢ VIDEOGAMES I- Shirt—courtes| y of Vio-oGAmES Magazine 


send your postcards (no envelopes please) to: 

The Power of the Dragon Contest 

c/o VineoGameEs Magazine 

9171 Wilshire Blvd., Suite 300 

Beverly Hills, CA 90210. 

Multiple entries accepted, but each must be sent in separately. The 
deadline for entries is September 15, 1994. ViozoGames Magazine will 
choose the winners randomly, so good luck and send those cards in. 
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Tradewest, Inc., Williams Entertainment, Inc., Tyco Toys, Inc., 
Buena Vista Home Video, ViogoGAmes Magazine and/or L.FP,, Inc. 
are not responsible for late or lost mail. Employees of Tradewest, = 
Inc., Williams Entertainment, Inc., Tyco Toys, Inc., Buena Vista 
Home Video, VioetoGAmes Magazine or L.FP., Inc. or of their sub- 
Sidiaries and affiliates are not eligible, nor are members of their | 
immediate families. All materials submitted, including, without 
limitation, the ideas and expression of those ideas , become the 
property of ViogoGAmes Magazine and will not be returned. No 
purchase necessary. All winners will be notified by mail. Ten (10) 
winners will be selected by the VioroGames judges, who shall § 
have complete and sole discretion in selecting winners. All deci- 
sions are final. All taxes and delivery on prizes are the sole re- 
sponsibility of the winners. Winners release Tradewest, Inc., 
Williams Entertainment, Inc., Tyco Toys, Inc., Buena Vista Home 
Video, VioeoGames Magazine and L.F.P., Inc. and their subsidiaries 
and affiliates in all matters relating to the use of prizes. No sub- 
stitution of prizes or cash equivalent allowed. One prize per fam- § 
ily. Winners grant permissions for use of their names, addresses | 
and photos for advertising or promotional purposes without ad- 
ditional compensation. Contest void where prohibited by law and § 
otherwise governed by California law. 


Double Dragon is a trademark of Technos Japan Corporation. 
Double Dragon V: The Shadow Falls™ ©1994 Leland Interactive 
Media. Licensed to Tradewest, Inc. by Leland Interactive Media. 
Certain rights related to properties formerly owned by Tradewest, 
Inc. have been assigned to Williams Entertainment, Inc. 


we'll print it and send you one of these cool new controllers 
NES or Genesis, courtesy of STD Entertainment (USA), Inc.|! 
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Are you sti// having trouble with your 
favorite game? Well, ViogoGAmes doesn't give 
out tips over the phone—but here |s a list of 
people who do: 


Nintendo of America Inc. 

(206) 885-PLAY 

HOURS; Monday through Saturday—4 a.m. to 
midnight (Pacific Standard Time) 

sunday—6 a.m. to 7 p.m. (Pacific Standard 
Time) 

COST: Standard long-distance rates to 
Redmond, Washington, apply. 

TIPS: Nintendo's game counselors field ques- 
tions about any licensed game for the NES, 
Super NES or Game Boy. 


Sega of America Inc. 
(415) 591-PLAY 


SARE BUISOR 


HOURS: 6 a.m. to 6 p.m. (Pacific Standard Time) 
seven days a week 

COST: Standard long-distance rates to Redwood 
City, California, apply. 

TIPS: Sega's game counselors field questions about 
any Sega game for the Genesis, Sega CD, Game 
Gear or Master System. With the exception of 
seismic s Genesis games and certain early 
Renovation titles, questions about third-party games 
are not covered by Sega’s counselors; they will, 
however, refer you to the appropriate phone num- 
bers for tips on licensed titles. 


Atari Corp. 

(900) 737-ATARI 

HOURS: 24 hours a day, seven days a week 

COST: 95¢ per minute 

FIPS: Atari's Game Line offers Touch-Tone menus 
with recorded messages of tips and strategies for 
recent Atari games for the Lynx and Jaguar. 


Turbo Technologies Inc. 

(310) 337-6916 

HOURS: Monday through Friday—9 a.m. to 6 
p.m. (Pacific Standard Time) 


COST: Standard long-distance rates to Los 
Angeles, California, apply. 

TIPS: TTl’s game counselors field questions 
about any NEC, TT] or Working Designs game 
for the TurboGrafx-16 or Duo. 


Electronic Arts 

(900) 288-HINT 

HOURS: 24 hours a day, seven days a week 
COST: 95¢ for the first minute, 75¢ each addi- 
tional minute 

TIPS: Recorded messages provide tips and pass- 
words for Electronic Arts games; game coun- 
selors may also be available during normal busi- 
ness hours. 


Phillips CD-i 

(800) 762-0248 

HOURS: Monday through Friday-5 a.m. to 6 
p.m. (Pacific Standard Time) 

COST: Toll free, but you must register using 
the serial number on the back of your CD-i 
machine. 

TIPS: Any CD-i questions you may have 
including game hints, hardware questions 


and any other CD-i software info. 


U.S. Gold (Flashback Gameline) 
(9060) 288-GAME 


HOURS: 24 hours a day, seven days a week 
COST: 85¢ per minute 

TIPS: Touch-Tone menus of recorded messages 
offering tips and strategies for U.S. Gold’s 
Flashback for the Genesis and Super NES. 


Data East 

(900) 4545-HELP 

HOURS: 24 hours a day, seven days a week for 
recorded messages, or 8 a.m. to 5 p.m. (Pacific 
Standard Time) Monday through Friday for 
optional game counselor assistance 

COST: 95¢ for the first minute, 75¢ each addi- 
tional minute 

TIPS: Tips and strategies for Data East's 
Shadowrun for the Super NES are the primary 
resource, but help is available for many other 
Data East titles, including Side Pocket and High 
Seas Havoc. 
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Codes for use with Galoob’s 
Game Genie Video Game 
Enhancers 
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Down, Left, Down, Down, Down. The music will stop and star 


T= sir ar vie once QUEST 
— ee nix America for the 
A- NAY kb i) ) Ac g eb bi es Super NES) 


* 4 PLAYER QUEST 
SELECT ROUND 
ROUHD 4 


* 4 PLAYER GUEST 
2 PLAYER DUEL 
OP T 10nS 


MUTANT LEAGUE 
HOCKEY 


(Electronic Arts for the 
Genesis) 


Invincibility! 
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Game Gear) 


New Difficulty Level! 


Do you think you’ve cooked up all the spells that can be 
stewed in Wiz ‘n’ Liz? Are you the Cheech Wizard? Try this code 
to see if you've really earned your robes. When the Sega logo 
comes up on the screen, hold the A, B and C buttons down and 
press the START button twice. You'll hear a voice shout “Yeah!” 
Now go to the options screen and highlight the difficulty level; 
you'll find that a new setting has been revealed, the “Super 
Wizard” level! 
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For use with Datel’s Pro Action. 


This trick is a bit more complicated = Replay Game Busting 
then the usual button-pushing code. : Cartridges 
Start a one-player game of King of | _ 

Dragons and let allof yourcharacters) CERER EE me 

lives run out (it takes a while, so be ee wa aps ave Be 
patient). When you’ve finally kicked it, 2 

the “Continue?” prompt will appear; 

press START on Controller 1, and the 

Credit counter will read “01.” 

Now you must let your lives run 
Out a second time. When the 
“Continue?” prompt appears again, 
press START on Controller 2 to join in, 
but don’t choose a character yet. 

Quickly press START on Controller 1 to 
continue before the countdown 


expires, then finish choosing a charac- | SUPER METROID 


ter for Controller 2—when both char- (Nintendo for the Super NES) 


acters are on the screen, you will see 
that you have 99 credits. 
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On the title screen, then _ level. Enter the same co 
Ontroller 1 and press “Area” select option wil 
B, A,B, A,B. The part of the level. 
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Keep holding the R Button 
throughout the intro... 


This Game Boy Killer Kombo was sent to us by Kevin Thomas 
of Petersburg, Virginia who wins himself a pair of Dual Wire- 
less controllers for the Super NES. We haven't 
seen many kombos for the Game Boy or 
Game Gear, but this one works like a 
charm. As soon as the match starts, do a 
jump punch and follow it up with a harpoon 
throw. As your opponent stands dazed, upper- 
cut them. As they start to get up, hit them with a second har- 
poon/uppercut combo. You should get a flawless victory with 
this set of moves, almost every time. 


Brian J. Hernandez of Milwaukee, Wisconsin sent in this 
detailed Kombo for Raiden that gives you a 

Flawless Victory on every character up until the 

mirror match. Because Brian showed us the 

path to kicking ass, he snakes a pair of Dual 

Wireless controllers for the Genesis. Start 

the Kombo with a teleport right after “Fight” 

appears on the screen. As soon as you teleport, hit high 
punch four times. Teleport again, and trip your opponent and 
follow it up with an uppercut. Teleport again, and as soon as 
you start to appear, do a torpedo attack. Finish the move with 
a jump kick to complete your flawless victory. 
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CIRCLE #107 ON READER SERVICE CARD. 
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Busting loose this August on SEGA’ Genesis’ and this October on Game Gear! gq 


Sega, Genesis and Game Gear are trademarks of SEGA. LOONEY TUNES. characters, names and all related indicia are trademarks of Warner Bros., ©1994. The Videogame Rating Council, its Rating System. symbols and indicia are trademarks of Sega of America, Inc. 01994 SEGA. All rights reserved 


CIRCLE #108 ON READER SERVICE CARD. 


“Shiny S devolepiont daiccinon with 
Playmates, the toy-company giant. 
‘that’s breaking into the video-game 
_ Aladdin and Cool Spot fame) starting his own com- market with Earthworm Jim. They also had a Street 
pany, Shiny Entertainment, and the top-secret action Fighter “Rock-’em Sock-’em Robots” arena just like 
“game Earthworm Jim that Shiny is developing for Playmates. Since the one we featured in our July issue. Right away, we figured these _ 
everybody seemed to be talking about It we decided to go check out guys are all right because they have a lot of toys. David Perry even — 
all the hoopla for ourselves. oe has a toy Transporter Room from Star Trek that’s been modified to 
An hour’s drive and three freeways later, we found ourselves in make his own mug appear and disappear at the flick of a switch! The 
Laguna Beach. This is the liberal part of Orange County—where _ place was darn near magical. 
Republican voters rule and skinheads run amok—but that doesn't | Mike introduced us to Nick Jones, who’s 
necessarily make it cool. The day was overcast and as we working on the Super NES version of Earth- 
looked out over the pounding surf, we thought, God _ worm Jim. Betty talked to him for a little while 
in heaven, please let there be a McDonald's here. and got his story: Nick’s been programming 
».We were looking forward to a hearty breakfast, video games for 12 years. He started atacom- — 
“complete with Egg McMuffins and hash browns. pany called Mikrogen, which is where he met 
Alas, we were running late, so we zipped down David Perry and worked with him on several 
Pacific Coast Highway to the Shiny offices to titles. Nick has also developed games for Mir- 
make our 9:30 appointment with the man himself, rorsoft, Activision, Elite Systems and Ocean == 
David Perry. Software. Before coming to work for Shiny, Nick © 
Betty had been sent on a recon mission ‘to worked at Probe Software Ltd. in the U.K., where 
Shiny’s offices the previous week; her report de- he programmed the Super NES version of Alien’ _. 
scribed the abundance of chocolate-chip cook- for Acclaim. He was offered the job of doing — 
ies and Pringles to be had there. She had ob- the SNES version of Mortal Kombat |! for 
viously worn out our welcome, for when Probe—a project which has since been as- 
we arrived they only offered water. signed to Sculptured Software—but be- _ 
: fore being swayed by that big-bucks 
offer, he opted to move to the U.S. and 


PRESSIN’ THE FLESH t f ~ eS check out Shiny Entertainment in- 
a je anes a stead. The way Dave Perry talked 


: When we got there, D.P. hadn’t | about him later, you'd think Nick was _ 
2 arrived yet, so we were greeted by | some kind of programming god. All 
s animation director Mike Dietz, who in all, our impression of Nick is that 
® seems like a good guy and used to he’s a guy who gets the job done. __ 
ork for Surfing magazine. Mike Betty thought he was very nice. on 
While Betty was talking to Nick 
Jones, Dave Perry himself came tear- 
ing in. A tall, thin Irishman with jet- — 
black hair, he isn’t quite the gigolo of 
f video games, but you can tell he gets 
' the ladies. Up too late the night before 
“working on Earthworm Jim,” he woke up 
early that morning so that he could get on 
Ate ean to England. Though you’d think he’d 


He'd head all the ae about for- 
‘mer Virgin Games programming 
whiz David Perry (of Disney’s 


nt, Inc. ©1994 All Rights Rese 


ny Ente 


‘started to give us the grand tour. The 
place kind of looked like Miami Vice 
eets L.A. Law. As an office, it looks 
way better than the ad agency where 
Alison and Amanda work on Melrose 
Place. (By the way, Betty saw Sydney and 
Jake in San Francisco last week.) There ° 


‘ oe o8 


Here’s a list of the Shiny Enter- | Dan Dare 3 (Commodore 64) 


~ tainment employees we met and Vixen (Commodore 64) 
some of the games they've worked Exolon (Commodore 64) 
on in the past. |. Herbert's Dummy Run 
(Amstrad CPC464) 
_David parry-Preskiant Three Weeks in Paradise 
_ Disney’s Aladdin (Genesis) (Amstrad CPC464) 
\. Cool Spot (Genesis) — Frostbyte (Amstrad CPC464) | | Here’s Betty outsid 
Global Gladiators = =~=—~—~-Mr. Wino (Amstrad CPC464/ | | the Shiny 
(Genesis) Spectrum/Timex 2000) | | Entertainment 


| offices; this was 


> The Terminator(Genesis) —=—=—~— Classic Muncher oo = 
Smash T.V. ee _ (Amstrad CPC464/Spectrum/ we oe ses Perey wind 
- CPC464/Spectrum/Timex 2000) © Himex2000) | | out of chocolate-chip 
Supremacy (Amiga/Atari ST) Classic Axiens : | | cookie: 
Paperboy 2 (Amstrad (Amstrad CPC464/ Spectrum/ ~ —— 
? CPC464/Spectrum/Timex 2000) Timex 2000) : | : 
| Beyond the Ice Palace - Galaliens (Oric-1) the shelves of Toys R Us. While ‘Shiny develops tt the g game, 2, Playmates 
(Amstrad CPC464/Spectrum/ - IS designing the toys and producing « an afternoon cartoon, scheduled 
Timex 2000) . Edward Schofield—Animator for release in. ‘September of 95. Part of the game’s marketing problem 
Teenage Mutant Ninja Turtles Global Gladiators | is that. it won't have a cartoon tie- -in like an Aladdin or Jungle Book, 
_ (Amstrad CPC464/Spec- (Genesis) nor will it have an already existing arcade hit like Mortal Kombat II to 
trum/ Timex 2000) Cool Spot (Super NES/ E help boost sales. When it comes time for the consumer to pick out a 
Ikari Warriors (Spectrum/ j7 __ Genesis) ~ game to buy. this Christmas, what will they know about Earthworm 
care rte) 7 /_ AE DOR OUR TES _ dim? “It takes a long time to animate 60 episodes of a cartoon,” David 
q Fe aisccctninntince 2000) Sue Giiamncas) : - explains by comparison, producing a game can be a quick process. 
Savage (Amstrad CPC464/ “This means we've suddenly got a multimillion dollar license, but the 
~__ §pectrum/Timex 2000) Steve Crow—Lead Artist ~ problem is that nobody really hears about it until next summer. Earth- 
Dan Dare 3 (Amstrad Turbo OutRun - worm Jim will be out on the shelves for Christmas, and everyone will 
-— CPC464/ Spectrum/ > — (Commodore 64) be wondering what it is, since it’s not Mortal Kombat Il. \t’s the 
Gaia 2000) Global Gladiators (Genesis) ~ biggest problem in th world to get people to look at Earthworm Jim 
Extreme (Spectrum/Timex 2000) Disney's Aladdin : ~ when they've never even heard about it. Even just to get them to take 
Great Gurianos (Amstrad : (Genesis) — _ it off of the shelf and look at the back of the package; for us, that’s re- 
CPC464/Spectrum/Timex 2000) Cool Spot (Super NES) “aly 9 challenge.” 2s 
Trantor The Last Stormtrooper — Many other games too numerous Shiny is trying to solve the problems of marketing its new charac- 
1 ige i sav onales as by blitzing the video- -game publications, the first people to actually 
(Spectrum/Timex 2000) Nick Bruty—Art Director see the game. Since EFW/ is not yet a tried-and-true license like Star 


Stainless Steel (Amstrad Overlord (Amiga/Atari ST) Trek or the Teenage Mutant Ninja Turtles, Shiny has to ensure that 
CPC464/Spectrum/ The Terminator word of mouth about the game is high when it finally hits the stores. 
Timex 2000) (Genesis/Sega CD) Perry doesn’t shy away from this kind of self-promotion: after all, he 

Three Weeks in Paradise YW =Alien’ (Super NES) | put his face into the cheat screens of two of his most popular cre- 
(Spectrum/Timex 2000) _/ Jungle Book (Genesis) ations, Disney’s Aladdin and Cool Spot. His games have also won a 

Herbert's Dummy Run _ Disney's Aladdin (Genesis) ton of awards that put him into a very privileged class of game devel- 
(Spectrum/Timex 2000/ “Four zillion other games too nu- opers. But Perry realizes that relying on awards to prove your worth 
Commodore 64) merous to mention” 


can be hazardous, and the members of the Shiny team are setting out 
: to prove that they are indeed the best. _ 
Douglas TenNapel— : ; 
Animator/Créator of So what’s the deal with this worm? Aren’t worms those squishy 
Earthworm Jim blind tubes of goo that are so much fun to stomp on after it rains? 
Ren & Stimpy Mutate-O- David cleared up the confusion for us. “Our worry is that people will 


Pyjamarama (Amstrad CPC464) 


Nicholas A. Jones— 
Programming Direc- 
\ tor 


/ Alien? Matic (Genesis) 5 _ think it’s a little earthworm [crawling on its stomach] going ‘neek, 

(Super NES) 7 Jurassic Park (Genesis) ~ neek, neek,’ but we need people to know that he’s actually pretty 

Smash T.V. , | Jungle Book (Genesis/ = tough We know that the character is going to take off, as the heads of 

(Commodore 64) Super NES) all these film companies are going to make it happen, but we need 

First Samurai (Amiga/Atari ST) “Two other games too hideous to ~ people to see the game first. It will appear in other press—like the toy 
Supremacy (Commodore 64) mention” 


Cybernoid (Commodore 64) 
Cybernoid 2 
(Commodore 64) 


Mike Dietz— 
Animation Director 


_ $tormlord (Commodore 64) Global Gladiators 
Deliverance (Commodore 64) y. (Genesis) 
Time Machine Cool Spot (Genesis/ 
(Commodore 64) Super NES) 
Beyond the Ice Palace Jungle Book (Genesis/ 
(Commodore 64) Super NES) Left to right: Mike Dietz, Doug 


Equinox (Commodore 64) Disney's Aladdin (Genesis) Nick Bruty, Edward Schofield 
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Evil the Cat, ruler of the level 
Heck—this cat’s in heat! 
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You may be wondering just where David Perry cut his game-programming chops. While we were all messing around with 
our Atari 2600 systems, the British were tinkering with the Sinclair ZX series of home computers. The inexpensive Sinclair 
computer may have been laughed at by U.S. computer buffs when it was released here by Timex, but the U.K. took the series 
very seriously; this enormously popular computer line eventually sold over one million units to aspiring British programmers 
like Shiny Entertainment’s David Perry and Nick Jones. Through 1985, Sinclair computers were more widely used than the 
Commodore computer line. — ” : 

Invented by Clive Sinclair, 
the original ZX-80 sold for 
£50 upon its release in 1980, 
but only in kit form; you had 
to put it together yourself. 
Without any games for the 
machine, Sinclair enthusiasts 
learned to program their own 
simple puzzles in black and 


pope 


seieineitemeete 


White The Sittin Went) =< s= SS te ge Vinee 
through a huge technological | =< | 
leap in 1981 with the release 
of the ZX-81. Though the dis- 
play was still black and white, 
the new model had 1K of Serietnen ls — nce seencr | So SIO ceeaesime ot 
[ie ene a eee 
16K—and cost only £70. wa Tea : . =< 

Finally in 1982, the Sin- 
Clair ZX Spectrum was re- 
leased. It featured 16K of 
RAM (later expandable to | | 4 > 
48K) eight colors, ane |) = SS 
nal speaker and two graphics ~~ ai a Lae eee 
modes which allowed for two 
colors per character square. 
The greatest innovation of 
the Sinclair Spectrum was that you could save and load your programs by connecting the machine to any common audio 
cassette recorder. 

By this time, software publishers started to manufacture games for the machine—and one of programmer David Perry’s 
early efforts became the very first production game to be released for the Sinclair. As recently as 1991, companies were still 
programming games for the Spectrum, including such familiar titles as Smash T.V., Paperboy 2 and Teenage Mutant Ninja 
Turtles. An interesting bit of trivia is that the Sega Genesis uses a Z-80 chip to process sound—the same chip that is the heart 
of the ZX-Spectrum. 

So who is this Sinclair guy? Sir Clive Sinclair is probably one of the most influential inventors of the 20th century. He in- 
vented a lot of stuff we all take for granted: The digital watch, the calculator, the small-screen TV and the portable computer. 
He's kind of like the character “Q” in the James Bond books and movies. He was even knighted by Queen Elizabeth! 

After he had made a fortune on the digital watch, Sir Clive Sinclair designed an injection-molded car that could be formed 
in one giant squirt of metal. It ran on a washing-machine motor powered by electricity, seated one person, had a Lotus-de- 
signed suspension and could go 30 m.p.h. Instead of having Sinclair automobile showrooms, the car could be bought at your 
local electronics store. Unfortunately, people made fun of his invention when it was finally released in England and it never 
caught on. 

Presently, Sir Clive Sinclair is busy de- 
signing what could be the fastest micro- 
processor in the world. According to David 
Perry, it takes a circular wafer of silicon— 
which is usually cut up into smaller com- 
puter chips—and uses the whole slice as 
one big microprocessor to store informa- 
tion in a spiral, linking all the processors in 
a row to do one task. Though Sinclair’s 
Staff is still working out some of the bugs, 
the project’s success could result in a huge 
leap in the storage capabilities and pro- 
cessing power of computers as we know 


them. 
—Nicholas Constant 


Very special thanks to Julian Rignall for 
the Sinclair photos. 
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CPU: 2 Hitachi 32-bit RISC processors is hy "owe Ada Mi ite tas 
running at 23 MHz/40 MIPS s. Bay oe = 
Co-processing: Genesis 68000 and a new VDP SO 


Graphics: High-speed RISC processors and dual frame buffers allow 
rendering of 50,000 polygons/second; texture mapping; 
hardware scaling and rotation 


Colors: 32,768 simultaneous colors 
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LICENSED BY 


Video Game Division 
World Heroes 2™ ©SNK*ADK 1993 Reprogrammed ©Takara Co., LTD 1994 - Nintendo®, Game Boy®, Super Nintendo Entertainment System® and the official seals are trademarks of 
Nintendo of America Inc. © 1994 Nintendo of America. Takara Video Game Corporation, 230 Fifth Avenue Suite 1201-6, New York, NY 10001 Tel: 212 689-1212 OTAKARA U.S.A. CORP. 1994 
Takara video game support is now available in the Video Game Publishers Forum on CompuServe. Type GO “TAKARA” to access this area 24 hours a day. 
CIRCLE #109 ON READER SERVICE CARD. 


omewhere along the line in my educa- 


Ballz tional history, | learned that everything in Sisiemeiumietstetsstet 

meiats the universe is made up of super-nicoo- Seo 
PLAYERS scopic items called atoms. Put a couple to- 

lor2 gether and you get a molecule. Now, I’m no 

SIZE: master of the periodic table, but I’ve learned 

16 Meg that if you put some of them together in the 

AVAILABLE: shape of humans and a few beasts, you get charac- 

September ters for a new fighting game called Ballz from PF. Magic. 


Where Sega’s Virtua Fighter coin-op presents characters who are 


PF. Magic/ constructed entirely of polygons, the fighters in Ballz are drawn with 


easton shaded spheres of different colors and sizes—kind of like the N. Boss 
DEVELOPER: character in Clay Fighter, but with more depth and more animation. 
PF. Magic This simplicity of character design has given the developers freedom to 


mimic Virtua Fighter by scaling the fighters, rotating the playfield and doing all kinds 
of interesting visual tricks without the need for an expensive coprocessor chip or 
extra hardware. Instead of just moving left and right, you can also circle around your 
Opponent while you attack, and there’s an “instant replay” mode in which you can 
rotate, tilt or Zoom in on the action in real-time. Win a fight, and you'll 
reduce your enemy to a scattered pile of marbles. 3 

Ballz is a game for one or two players, but what if your best friend 
lives in Madagascar? Don’t even spare a drop of sweat, because the 
game is going to be fully compatible with the new Edge 16 peripheral 
from AT&T. Developed by PF. Magic, the Edge 16 allows players to 
connect their Genesis machines together 
through the phone lines and compete against as 
well as talk to each other. Edge Cards will also 
be available for use with Ba/lz—plug one of 
these “smart memory” cards into the Edge 16 , oe 
and you'll be able to add new characters and ee og ee 
extra features to the game. ne 
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ist-fighting and tearing up the road in a Formula One racecar is one hot and evil 
way to live. Some people do one or the other, but Street Racer gives you a chance 


to do both. The game is being hyped as a combination of Super Mario Kart and Mad 
Max, but you're not hauling fuel here—it’s all about speed and strength. Maybe it’s 
more like a Mode 7 Road Rash with cars. Up to four players can race together with 
the use of a multiplayer adapter. 

There are eight cars and an equal number of drivers to choose from, including the 
green and mean Frankie and the bodacious blonde Surf Babe. Eight courses are avail- 
able to race on; as in Street Fighter //, each character has his or her own home turf. Street Racer 
The object of the game is to finish the race in one piece—if you’re fast, lucky and s NES 
strong enough, you'll win. “er 
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Pac-Man 2: The New 
Adventures 


f".>- 
> s September 
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GAME: 
Marko and His 
Magic Soccer 
Ball 

SYSTEM: 
Genesis 
PLAYERS: 

| 

SIZE: 

16 meg 
PUBLISHER: 
Domark 
DEVELOPER: 
The Cartoon 
Mavericks/ 


6619268-— 
ee ‘gevily. 


Flying 
Nightmares 
SYSTEM: 
Sega CD 
PLAYERS: 

1 

SIZE: 
CD-ROM 
PUBLISHER: 
Domark 
DEVELOPER: 


Bed 
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THE BIOSPHERE 1S HEATING UP IN SOULSTAR, AND WITH OVER 40 
EXCITING MISSIONS TO CONQUER ACROSS 6 PLANETS, YOU'LL 
NEVER COOL DOWN IN THIS AMAZING 3-D SHOOTER. 
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" Fans of the Galaxy Force series of games will be pleased to see the 
Creation of this great looking CD!" 


al Ml 
3 swt 


% pie* 5. { 
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Tue ote erent veils, a good hint te spaceza 
perspective, 3-D graphics and dramatic music intensify the action." 


EG Chaure 
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* Ht you've heen waiting for another great shooter for your Sega CD, better 
dust it off. Soulstar is 


Available on 


SEGA CD 


ITS RATING SYSTEM, SYMBOLS AND 


TAKE CONTROL IN THIS HI-TECH, TACTICAL BLASTFEST THAT KEEPS 
ON BLASTING. KEEP THOSE PLASMA CANNONS CHARGED OR 
YOU'LL NEVER MAKE IT THROUGH THE MULTITUDE OF 3D TERRAINS 


" The first Core game is an incredible mech-simulation game entitled 
B 


Siete gy 


SVU Vina 


The control in Battlecorps is awesome ... This gives the game a very 
reali 


“ame Loar 


awe |} ow | 


Exclusively distributed in North America by 


TENGEN 


This official seal is your 
assurance that this 
product meets the highest 


“icumoamamasay, CORE DESIGN, INC. 2737 POLK STREET SUITE 3 SAN FRANCISCO CA94109 Seca". Buy game 


SEGA™. Buy games and 


accessories with this seal 
INDICIAARE TRADEMARKS OF SEGA =» SQuIStar/Battlecorps © Core Design Limited. Sega and Sega CD are trademarks of Sega Enterprises, Ltd. Cap as ne bey ae 
OF AMERICA, INC. © 1993 . J = i g compatible with the SEGA 
SEGA. All rights reserved. Screen displays shown are from Sega CD version. CD™ SYSTEM. 


CIRCLE #110 ON READER SERVICE CARD. 


GAME: 
Contra: Hard 


onami’s classic Contra series finally makes the jump to 

the Genesis. Choose from four different characters, each 
with their own special weapons and power-ups. The game 
offers 12 levels with multiple paths to the end; this means it | 

| has the potential to be different every time you play. Konami is 

SYSTEMS: | also developing a Game Boy version of Hard Corps. 
Genesis, : 
Super NES . 


PLAY 


he star of Konami's Rocket Knight Adventures — 

Genesis cart is back for more action. It’s a 
new game for Sparkster, that wild and crazy 
Superhero opossum. This one’s supposed to have - 
anew look, new flight techniques, larger levels 
and all new enemies, plus it'll mark the debut of 
the character on the Super NES. 


vari ‘toon 
Adventures— 
ACME All-Stars 


e 
Genesis 
PLA YEI : 


advontevess 
Wild N’ Wacky 


SERB SESE 
q 


PLAYERS: _ hose Tiny Toon Adventures cuties are back to play a wacky game of basketball — 


| | on your Genesis; they're also into soccer. You get to contro! your favorite Tiny — 
Toon character (Buster Bunny, Dizzy Devil or Hamton) and challenge your ae 
chump to a game in the versus mode. 


Biker Mice 
Aon Mars 
SYSI ° 


Super NES 
PLAYERS: 
1 or 2 
SIZE: 

8 Meg 


ot quite the same game as ACME All-Stars on the 

Genesis, this Super NES action/sports title allows you 

to take on the challenge of hang gliding with Dizzy Devil, 

_ bungee jumping with Buster Bunny or any of 12 other sport- 
_ ing events. A Game Boy version is also in the works. 


Eom ups 


traight outta the cartoon show and toy ~ 

line of the same name, the Biker Mice 
From Mars are hitting the streets in this” 
racing game for the Super NES. Choose 
from any of the three rodents or one of their 
Plutarkian enemies. There are 30 different — 
race courses to choose from in One-Player, 
Two-Player or Demolition mode. 
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GAME: 

Spider-Man & Venor 
Maximum Carnage 
SYSTEM: 

Genesis, Super NES 
PLAYERS: 

1 Player 

SIZE: 

16 Meg 
AVAILABLE: 
September 
PUBLISHER: 
Acclaim 
DEVELOPER: 
Software Creations 


lor2 


24 meg 
Fall 


Takara 


Takara 


wa 


tee Sea 


The Death and 
Return of 
Superman 


ite ea 
Ato 


Super NES 
1 
16 meg 


August 
Sunsoft 


Blizzard 
Entertainment 


AUGUST “94 


See Packs of Bubblicious 
Gum for details 


Ca 
OFFICIAL 


SEAL OF 
s > QUALITY 


This official seal is your assurance that this 
product meets the highest quality standards 
of Sega!” Buy games and accessories with 
this seal to be sure that they are compatible 
with the Sega™ Genesis" System. 


Appropriate for 
all audiences 


General Audiences 


The Videogame Rating Council, its rating system, symbols and 
indica are trademarks of Sega of America, Inc. © 1993 Sega. 


Available on 


GENESIS" 


Exclusively distributed in North America by 


DESIGN INC, 


Core Design, Inc. 2737 Polk Street, Suite 3, San Francisco CA 94109 


Bubba ‘N’ Stix © Core Design Limited. Sega and Genesis are trademarks of Sega Enterprises, Ltd. All rights reserved. Screen displays shown are from Sega Genesis version. 
Sega does not endorse and is not affiliated with the Bubba ‘N’ Stix promotion. 


CIRCLE #111 ON READER SERVICE CARD. 


THE SHEP. 


Sy Cir GeFicee SEN LAMNIN Sisko You 
MUST LOCATE YOUR SON AND FRANSPORT 
ore THE SHIP ger ase THE DAMAGED VARP 


— beets seen the TV show— 
[—— af now Playmates brings you 
the Star Trek: Deep Space Nine 
video game, complete with Car- 
dassians, Bajorans, a wormhole 
and phaser grenades. Can you 
say, ‘Nuqdag ‘oh ge qgaqe’? 
Well, you could if you werea 4 s 
Klingon. oo al 
The Cardassians want < 
DS9Y out of their way, and 
‘ tg pa SR ge ae § ~§~=6dthey’ll do anything to get what 
“per oo OM eae cane : they want. They’ve disguised 
1 oe eee eee §8§=6themselves as Redemption- 
es 2 os ist terrorists, SO you've got 
8 Meg a ee he es to find them and save DS9 
— ae Se from being blown up by a 
Fall bunch of phaser grenades. —— 
There’s also some trouble : sage 
ee _ with a Tosk, a weird Bajoran 
Nevewade nae Si | monk who always wants to 
talk to you, but ultimately 
ends up giving you clues as 
to who’s causing a lot of 
trouble in DS9 paradise. 
There's a lot going on, and 
you've got to put it all to- 
gether. You'll play as Sisko, 
O’Brien, Bashir, Kira or Dax, 
and travel through stages set 
in Saratoga, the Gamma 
Quadrant, the wormhole, a 
Bajoran Temple and the DS9 
Cargo Bay. The game’s devel- 
oper, Novotrade, is best 
known for developing Sega’s 
outstanding Ecco the Dolphin 
game; we'll see if Star Trek: 
Deep Space Nine can live up 
to that lofty standard. 


havnt vnieteeses antoniee hetemsunian imtoo i entonier ietweste 
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Star Trek: Deep 
Space Nine 
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Playmates , 


TR TR ee —— —— 


=» COMMANDCR. THE BORG HAYE TAKEN 
# OVER THE SHIP, YOU MUST ESCAPE. 


et this: The 3DO version of Road Rash features music from 
six different bands—Soundgarden, Paw, Swervedriver, Ther- 
apy?, Monster Magnet, and Hammerbox—as part of a deal 


between Electronic Arts and A&M Records. The game will integrate 
music videos as well as other video footage of the bands. 

A full-on multimedia update of Electronic Arts’ popular Genesis 
title, Road Rash has been “significantly reworked and enhanced for 
3D0,” according to EA. Sounds like it might be worth checking out.... 


AVAILABLE: 
July 
PUBLISHER: 
Electronic Arts 
DEVELOPER: 
Electronic Arts 


GAME: 
Sonic Spinball 
SYSTEM: 
Game Gear 
PLAYERS: 
| 
SIZE: 
4 Meg 
AVAILABLE: 
July 
PUBLISHER: 
Sega 
DEVELOPER: 
Sega 
Ow you can take Sonic Spinball with you 

__). wherever you go. That’s right, Sonic Spin- 

ballis coming for the Game Gear. It’s a lot like the 


| ne Genesis version—well, what did you expect? 
~ Saag M Despite the smaller levels, the Game Gear 
Pe version seems to be a little tougher than the Genesis 


version. Anyhow, it’s the same 
Old Sonic, bouncing around, 
trying to stop Dr. Robotnik from 
finishing off his friends. If you 
liked Sonic Spinball for the Gene- 
sis and you're looking for some- 
thing to play on your Game 
Gear...well, here it comes. 


jf? peed mine 


on’t fake the funk on a nasty dunk.” You've heard it a million times— 

kids everywhere have memorized the entire Shaquille O’Neal album. 
They’ve watched every Orlando Magic game on TV. Now Shaq stars in his own 
video game, Shaq Fu. 

On tour with his basketball team in Japan, our hero comes across an an- 
cient, mysterious book on martial arts. While looking through the book he is 
transported to another dimension in which he must fight the servants of an evil 
warlord, fighters with magical powers and superhuman abilities. 

So yeah, it’s another fighting game. You can play as Shaquille O’Neal and 7 ve 
take on 11 other fighters including the Warlord himself in a couple of different fgce ze. Ul 
forms. You get to fight through eleven locations, like a Hindu temple, the fir. oa 
Andes mountains, a cave, a jungle, a waterfall...and all that. 


PLAYERS: 
1 or 2 
SIZE: 
24 Meg 
AVAILABLE: 
November 
PUBLISHER: 
Electronic Arts Shaquille O’Neal was filmed in a hundred different fighting stances while being 
iia > directed by a Kung Fu expert. He had perform these actions over and over to 
puilien » achieve the right movement. The other fighters were played by Remy Julien- 
Software ne’s stunt team. By the time they finished taping, 40 hours of video had been 
shot. Each fighter had 
to execute 50 differ- 
ent moves—Shaq 
alone had sixty 
kicks. More than 
7,000 designs 
were drawn for the 
animations, not in- 
cluding the 
scenery. 
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16 Meg 
November 


Interplay 


Interplay 
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© 1994 Interplay Productions, Inc. and Chaos Studios. Blackthorne 
is a trademark of Interplay Productions, Inc. All rights reserved 


CIRCLE #112 ON READER SERVICE CARD. 


fart E LENS, 


4 


LELAND 
CMHTERARCTIVE 
MEDIA 


the one-on-one fighting game genre with Who's always chillin’ out), Jawbreaker (a 


Double Dragon V: The Shadow Falls. big mutha with a bigger mouth), Sekka 
Double Dragon V features a dozen (not the X-rated movie star, but a Chun- 
characters with unique looks and fight- Li clone), Shadow Master (the equivalent 


ouble_ ingstyles. From the top: Billy and Jimmy ° M. Bison), Sickle (kind of like Blade) 
=“ Dragon Lee (practitioners of the Shadow Dragon —He P 

was the Street style), Blade -~ 
Fighter // of its (armed with, er, 
time: A great blades), Bones (a 
game that inspired a wave of rip-offs, heat-packin’ 
Clones, and sequels. But while Capcom’s _ skeleton), Count- 
sequels to Street Fighter have always im- down (amissile- jt 05. “mre & 
proved upon the original, Double launching cy- i 
Dragon’s sequels have grown less and _ borg), a ae e a Sa 
less interesting as the competition put Dominique (an ie: 
out better games (Final Fight, Streets of | ex-model turned 
Rage). Now, Tradewest has wisely taken — butt-kicker), 

a new approach to the series by entering _Icepick (a fighter 


With a quick 


BY cram lots glance, our cool 
>» of info into ms 
& these = tells you if the 
simple = reviewer thought 


picto-graphs. the game was a hit , 
- Ny 
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is it really worth the 
gives you the final money? Check out 
word on the ; : 
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Shooter Simulations Sports Strategy 


OF''s OFFuOMTA 7a TUT ADRZAY 
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and Trigger Happy 
(a dude with guns 
instead of arms). 
There are three 
fighting modes: 


| Tournament, Vs. pace; after playing so many goody-goody fight- 


Battle and Quest - —_ing games, it’s nice to play on the Dark Side for 
Mode. In the Tour- 4 while. 
nament mode, the Double Dragon Vs most intriguing feature is 


computer randomly —_the Attributes screen, where you set up your 

selects your Oppo- _fighter’s capabilities in three categories: 
ents and locations; — Strength, Defense, and Special. You have nine 

inthe Quest mode, —_points to distribute in the three categories, and 


the computer se- you can set any one category to a maximum of 
lects your oppo- 5. This opens up the door to a multitude of 
nents and locations _ strategies. | 
depending on the —Zach Meston 

character you’re 


using. All but the gsrtrys 


Lee brothers are bad 


j j j wiser: SF ah 
guys, which IS an In- ec @ Gee « 2— § SB 
io cvrc- occ e 


teresting change of 


wat 3 > 


rAawmiopt ar ct @& 


Tas w 
we 
aL... ae 


~4riaec 


‘4h | gap 
ia. Tvs £ - 
Pi BAT Tce 


ar... point. 
- 8c ¢ eer” <— Tees Cs 
c945- 424 ya 


re 2 ws? fF # ef 


Terre 
4 § C38 F 


“* — - 
LPP ve Mw a 
‘3 <2 2 Pa > 
eg. S) — _— 
: r 4 cm —S 
<-> es so —2:3 cfecyr r, a 
fre S _— ¢ 
[eT tee =~} = «<< Tes eC 
Tere. 26m <—<Teserc — 
—_ 


Decent, but not great. The 
backgrounds have occa- 
sional nice touches, but 
are a bit.too flat-looking. 
The animation is 
okay—and there are some 
killer moves—but all the 
characters are a bit short 
and squat. 


The sound effects are 
okay—there’s only so much 
you can do with groans and | 
grunts—but the music is 
sadly lacking. Worse still, | 
the music slows down when 
the screen gets busy. | hate 
slowdown! Hate it, hate it, 
hate it! 


lf you’ve ever played a 
fighting game, you'll have | 
no trouble getting into 
Double Dragon V. The at- 
tribute point feature is 
unique, and lets you exper- 
iment with many different 
fighting techniques. 


THE LOWDOWN 
When | found out that Double 
Dragon V was a fighting game 
instead of a side-scrolling 
knuckle-buster, | was bumming. 
What could Tradewest do to 
make this game break out from 
the pack? The answer: Not that 
much, but just barely enough. 
I'd rather play Double Dragon V 
than most of the fighting games 
on the market, and considering 
how many games that is, that’s 
quite a compliment. It'll be very 
interesting to see where 


— Tradewest takes the DD series 
|) next. 


——— MES = arts for hundreds of 
THANK VOU FOR . Jn ee i - years, much longer 
PLAVING - ee ie ee __ than video games have existed. 

? Now, every fighting game 
has its blond, anglo judo- 
chick and muscle-bound 

| wrestler-type...but | never 
"| noticed a clown, a green mo- 
~} hawked punk, a wiry French- 
¥ man’and a pumped-up sheik 
1 Street Fighter //. These 
gird fighters are just a few 
the characters to choose 

m in Fighter's History 
nough about the silly law- 
. Fighter’s History is a 
| diversion that has some 
‘ou should know 
U Battle” mode 


IK 


— 


synasabnedhabiyilegnsthehabi 


| can see why Capcom wanted 
to slap a lawsuit on Data East 
for Fighter's History's so-called 
resemblance to Street Fighter 
I-—FH is a great game! Luckily, 
the judge saw fit to throw the 
case out of court and now 
gamers can enjoy this solid 
fighting challenge. Recom- 
mended for novice gamers 
or—set on the high difficulty— 
giving fighting-game veterans a 
run for their money. 
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emp painfully low Micro Review 
rating to the contrary, | thought Secret of 
Mana was a truly awesome RPG. The graphics: 
Awesome. The sound (and especially the music): 
Awesome. The storyline and translation: 
Ehhh...okay. So when | found out that Square 
Soft was bringing over Breath of Fire, | was 
hoping for a captivating storyline to match the 
graphics and sound that | just knew would be 
present. Alas, I’m a bit disappointed on all counts. 

Firstly, that storyline. In the cover letter 
included with the review copy of the game, 
Square Soft promised “a lighter tone and flavor 
(fun factor enhanced) than most RPG's [sic].” 
Now, when you promise a light tone, you are 
dooming yourself to be compared to RPGs from 
the kings of light tone, Working Designs. In fact, 
Breath of Fire doesn’t have a light tone at all; it’s 
just as boringly translated as Secret of Mana and 
most every Japanese-origin RPG. 

secondly, those graphics and sound. Secret 
of Mana amazed even me, Mr. Jaded Reviewer 
Guy, with graphics that are about as good as the 
Super NES can produce and music that was 


iThe Dark Dragons are 
outside of the village! 
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Capcom of Japan’s first-ever 
RPG finally hits U.S. shores, 
me oe thanks to Square Soft. 
definitely worthy of cranking up on the stereo. 
Breath of Fire's graphics and sound don’t even 
come close to this level. Not once did | mumble 
“nice music” or “cool graphics,” whereas | was 
saying both with annoying frequency while 
playing Secret of Mana. 

The news isn’t all bad, of course. The battle se- 
quence (called the “fighting scene” in the instruc- 
tion manual) is depicted with a 3/4ths overhead 
view similar to the angle seen in Equinox and 
Landstalker, which makes it much more appealing 
than the standard-issue top-down view used in the 
rest of the game. The instruction manual has a 
very competent walkthrough of the first quarter of 
the game to guide newbies along. And the transla- 
tion, while boring, at least makes sense. 

Maybe | was expecting a bit too much from 
Capcom and Square Soft. Maybe | was ready to 
have my socks blown off again after having 
them vaporized by Secret of Mana. Whatever the 
reason, | couldn't help but feel a little disap- 
pointed playing Breath of Fire. \t’s a competent 
RPG, but not much more. 

—Zach Meston 


The visuals used through- 
out most of the game are 
ultra-generic, resembling 
Lufia, Final Fantasy and a 
half-dozen other Super 
NES RPGs. The battle 
sequence graphics, how- 
ever, are sweet. 


Generic graphics, generic 
music—lI sense a trend 
here. With meandering, 
medieval tunes that drone 
on and on, Breath of Fire 
definitely does not pass my 
crucial “Would | rather be 
playing a Ramones CD at 
full blast?” test. 


The icon-based interface is 

a Step above the usual 
screenfuls of text-based 
menus, and makes it easy 
to accomplish any task in 
the game with a minimum § 
of hassle. Definitely an 
easy game to get into. 


EASY = MEDIUM DIFFICULT 


THE LOWDOWN 
As long as you’re not expecting 
a Secret of Mana-beater, you'll 
have a gay old time with Breath 
of Fire. The intriguing battle 
sequence and the multitude of 
things to do will keep most role- 
playing fans busy for days. Two 
questions: Why did Capcom 
pass this up and release the 
dreadful Wizardry V instead? 
And where’s Mana IP? 
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The backgrounds seem a bit | | 
less varied than the Genesis | 
version, and Mowgli’s ani- 
mation isn’t quite as sharp. 


The SNES version has the 
advantage here, with better- 
| sounding tunes and the 
ability to turn various sounds 

= on and off. 


i was expecting the SNES ver- 
sion of The Jungle. Book to be 
a port of the Genesis version, but — 
~nooo! Some of the graphics are — 
identical, but the all-important 
game play is as different as night 
and day. A short list of the dissim- 
-ilarities: The Genesis version is” 


The designers kindly threw in | 
a practice level to break in | 
new players, but the controls | 
aren’t hard to learn in the | | 
first place. 


aaah version is better? It depends on 
a tastes. | preferred the Genesis version; the | 
_ level design seems tighter and the controls are 7) THELOWDOWN 


you have "better. But the SNES version is certainly not bad. |) jump-stoot game, checkout | 
| (Can you te tell the Genny version. If you 


number of gems i ety level, I'm waffling?) Hey, just rent them © want a little puzzle-solving | 
while the SNES version lets you both and see which one you dig. | have the | abot ek lag 
fly through without doing any- _ feeling it'll be the Genny version. 

4 thing except solve the puzzles. oe —Zach Meston 


GENES 


EDITORS’ 
RATINGS 


> The visuals aren’t Aladdin- 


A ae 
ey c j 
Se (eer Daney’s CLASSIC 


h . 9 quality, but they are surpris- 
< _ - ingly close, and very color- 
‘a f Lf @) Oo] e R 0 f ied reas | ful. The animation on Mowgli 
ete Gat x a in eillittgactllllien tenes, 9 _ is particularly keen. 
—- $TART GAME 9 
OPTIONS 
3 A nice assortment of tribal 


tunes sets the mood quite 
well, along with Genesis-ized 
versions of songs from the 
> movie. 


" T he Jungle Book was produced | a Tangata = ‘“, ——— —s _ = 
. by Robb Alvey, who also pro- “ee Co ae <z Ss 2 " | 
duced Disney's Aladdin and who | de- 
clared in a previous issue of VG as 
“the coolest guy in the video-game @* id 

industry” (about which he stil ” | ise Se a tone paca unao sae 
teased and taunted incessantly), so [ast , | AR eeareinendinaraa: a 
you Know it’s good. And indeed it is. | 


Three difficulty levels let you © 
choose your challenge, but | 
even the easiest setting is 
harder than Aladdin. 


Nt 
at 


| EASY MEDIUM 


THE LOWDOWN 
' The oldest cliché in the review- 
_ ing biz: If you liked Aladdin, 
| you'll LOVE The Jungle Book. \t 
| has everything that made A/- 
| addintun, plus a beefed-up dif- 
ficulty level and more detailed 
game play. A superb game. 


The only problem is that the movie upon which this — 
game is based is quite average (I’m a movie critic, now, 
too!) and quite old. So, even though The Jungle E 
is a better game than Aladdin, it'll probably sell half 
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JOIN THEM ON A HEART-STOPPING ADVENTURE T0 A FANTASTIC AND VIOLENT WORLD WITH LIMB-TEARING, FIST-THROWING, HAND-TO-HAND COMBAT ACTION AND 
WITNESS SAVAGE AND BRUTAL STRUGGLES WITHOUT QUARTER. IT COULD BE THE VIDEO GAME THAT CHANGES YOUR LIFE. 


WARNING: SOME SCENES MAY BE TOO INTENSE FOR THOSE WHO DO NOT SEEK VENGEANCE. 


This official seal is your 
assurance that this product 
meets the highest quality 
standards of SEGA™. 

Buy games and accessories 
with this seal to be sure that 
they are compatible with the 
SEGA CD™ SYSTEM. 
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CIRCLE #113 ON READER SERVICE CARD. 


he best aspect of Takara’s Genesis version 

of Fatal Fury 2 is that instead of taking away 
features from the arcade Version, they actually 
added.some. Now there is a “Super Attack” 
feature that allows for comebacks when your 
energy Dar is down. This makes up for Takara’s 
mistake in turning King of the Monsters 2 into a 
simple fighting game (see review in this issue 
instead of leaving in the carnage fest of the 
Neo*Geo version. 

Once again you return to South Town to fight 
in the follow up to the first.“King of the Fighters” 
tournament put on by Wolfgang Krause. As the 
leader of the dark forces of South Town, he’s 
intent on destroying any fighter with the guts to 
challenge him» The Story Mode allows you to 
pick one of eight different characters, including 
the Bogard brothers, their buddy Joe and Big 
Bear (Geese Howard’s bodyguard, Raiden, in the 
first game). The “Vs. Game” and “Survival 
Match” let you choose from all 12 characters. 

The best part of Fatal Fury 2 is the 3-D fight- 
ing movements that allow you to battle at two 
different planes of depth. It’s fun to come flying 
at your opponent out of nowhere. This isn’t Vir- 
tua Fighter, but it’s a smart attempt at expanding 
the fighting genre. Some of the feel of the-arcade 
version is left intact, but it’s not like you’re going 
to be glad that you don’t own a NeoeGeo. If 
youre a big Fatal Fury 2 fan, you'll like the Gene- 
sis version, but you'll always wish for something 
more. 

since there’s already been another sequel 
Fatal Fury Special) in the arcades, it’s hard to 
see this as a ground- 
breaking release. Defi- 
nitely try before you buy; 
that way you'll know if it 
Suits yOur tastes when 
there are so many other 


fighting games on the 
Shelves. 


on 


If you weren’t looking at 
the NeoeGeo and Genesis 
versions side by side, it 
would be hard for you to 
tell the difference. The 
colors are good, as are the 
animation and the char- 
acter size. 


Nidhi siaatsjne she 


A pretty good translation of 
the arcade sound, but 
some parts sound a bit 
tinny. At 24 meg, the pro- 
grammers should have 
used a higher sampling 
rate or exercised better 
quality control when it was 
coming down the pipe. 
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The controls aren’t as 
smooth as they should be, 
but after awhile you get 
used to the relatively 
choppy control movement. 
The addition of the super 


attack feature is a definite 
highlight. 


2 
* 
: 


eet ialt it 


nop 


‘yee 
shun 


THE LOWDOWN 
_ While it should satisfy rabid 
fans of the arcade original, the 
Genesis version of Fatal Fury 2 
will probably get lost in the 
Stampede of new fighting 
games coming out this summer. 
If you’re only buying one fight- 
ing game this year, titles like 
Super Street Fighter I! might fit 
the bill better. Though the 3-D 
playfield is different from other 
side-by-side fighting games, 
you'll get your jollies with a 
couple of bucks spent on a 
rental. 


mn 


GAT 


-~ 


Takara USA Corp. © 230 Fifth Avenue, New York, 
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16 Meg 
Developer: 


Takara 
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It looks pretty darn good, 
though the backgrounds 
could have been cleaner. 
My favorite level is 
“French City”—you get to 
crush the Eiffel Tower. The 
monsters look great, espe- 
cially Aqua Slug. 


SOUND/MUSsie 


You'll dig the crunching 
sounds as your character 
steps on office buildings 
and homes. The music’s 
pretty good for a Genesis 
game, too. 


PLAYABILITY 


As far as fighting games 
go, this one’s pretty slow. 
When set on an low diffi- 
culty level, you can get 
through the whole game 
just by throwing punches. 
Definitely not as varied or 
as long-lasting as the orig- 
inal NeoeGeo version. 
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THE LOWDOWN 

| think this is a good game to 
rent. It looks good, and it’s 
more fun when you're playing 
with a friend; you get to choose 
from a lot of different monsters. 
Unfortunately, without the 
linear “story” mode of the orig- 
inal NeoeGeo version, King of 
the Monsters 2 has been 
reduced to a simple one-on-one 
fighting game. It was great fun 
to play in the “2 Player vs. 
Computer” mode in the arcade; 
unfortunately, this Genesis 
version doesn’t offer that impor- 
tant option. 
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A translation ‘Of one of the first 

_ NeoGeo fighters, this Genesis 
version of World Heroes is, un- 
fortunately, the Richie Cunning- 
“ham of fighting games. 

While Capcom dragged Data 


_... East into court over the some- 


what derivative Fighter's History, 
World Heroes is pieced together 
from a slightly more diverse 
bunch of sources. For (ie 
Starters, there’s a hat- 


but Fie like a cross 
between Dhalsim and ee 
Inspector Gadget. Muscle Power looks ike Hulk 
Hogan, but plays like a cross between E. Honda and 
\ Zangief. Then there’s Dragon, a Bruce Lee lookalike 
who twitches like Tom Arnold when he-wins a 
round...you get the idea. 
The game’s lone female character, Janne, is 
\\ not quite the looker that Chun-Li is, but at least 
) she’s been given the benefit of a weapon. If you 
a can get by all of these heroes, you'll fight the 
Mystery Warrior boss character who combines 
the skills of all of the characters for the last fight. 


Good luck getting to this guy; World Heroes isnt : 


Sega of America ¢ 130 Shoreline Drive, Redwood City, CA 94065 © (415) 508-2800 


1-2 Players 
16 Meg 
Developer: 


Sega Midwest 


as easy as many other recent 


fighting games, even on the - 


easiest difficulty setting. 

The most innovative fea- 
ture of the original NeoeGeo 
game, the...Death.Match,..is 


included—and hey, Sega 
even went as far as to in- 


clude the word Death,” 

©) which Nintendo disallowed 
) in Sunsoft’s SNES version 

-—4 of the game. In the Death 
; Match, you fight in an en- 


ring with flaming ropes ora 
room with sharp spikes on 
the walls) which can do ad- 
ditional damage. Unfortu- 
nately, this feature also du- 
plicates the original game's 


accidentally running into 
these hazards when you're 
just trying to get off the 
ground after a throw. 

When you play a game 
that attempts to simulate a 
battle between two powerful 
warriors, you need smooth 
movements and good con- 
trol response in order to be- 
come part of the game and really enjoy the thrill 
of combat. | can live with less vivid graphics—in 
fact, the colors and graphic detail of the Genesis 
version are a lot closer to the coin-op than | ex- 
pected—but it just doesn't p/ay as well as on the 
NeoGeo. The movements are slow, and jumping 
results in a kind of drifting float that just 
screams uppercut me!” to any real-life or com- 
puter-controlled opponent. Not the worst arcade 
conversion of all time, it’s just a few years too 
late to make a Significant impact. 

—Eric Nakamura 


flaws; you'll quickly tire of © 


The graphics are surpris- 
ngly decent; lots of vivid 
colors and good-looking 
sub-screens. The character § 
animation, however, is not © 
totally up to par—but that’s 
probably more due to the 
limitations of the hardware 
than anything else. 


Average sound for a fight- 

ng game. The music cap- 

tures the frantic beats of | 
the arcade version, but it | 
sounds thin and metal- | 
lic—as do the sampled | 
voices. The actual fighting | 
sounds could have used a 7 
bit more muscle, too. 


A fighting game needs to 
move smoothly and quickly 
or else it just won't feel 
comfortable. World Heroes’ 
lack of decent speed and 
weird floating jumps hurt 
the playability a lot, espe- 


> cially when compared to 
other beat-’em-ups. 


| THE LOWDOWN 


Like the review dial says, 
World Heroes is “okay.” Noth- 


- ing much to write home about. 
- Sega’s Midwest design team 
_ obviously had a great desire to 
_ keep the game faithful to the | 
_ original NeoeGeo version, but | 
_ this could be a case where the | 
- Genesis hardware just couldn’t 


do the game justice—espe- 
cially when you consider that 


_ the original game is 82 meg | 
_ and this cartridge is a mere 16. © 
_ Maybe a Sega CD conversion 
could compete. 


‘YOUR WITS BETTER BE AS 
SHARP AS YOUR DAGGER. 


-R.R. Tolkien’s epic saga, The Lord of The Rings'*, 

comes to life on your Super Nintendo Entertainment | 
System. As Bilbo Baggins, you'll join The Fellowship 
in their quest to find the one ring that has the power 
to destroy Middle-earth. You'll match your wits, your 
strength and your cunning against the evil Lord 
¢ The largest use of rotoscoping in any SNES game ever 

produced— thousands of frames of rotoscoped animation. 


e Each character has his own unique personality and 
decision-making skills. 


George Allen & Unwin Publisher LD. 1966, 1974, 1979, 198] 


: Gate and his sinis 


1994 Interplay Productions Inc. All nights reserved. Nintendo, Super Nintendo Entertainment System, Super NES 
and the official seal are trademarks of Nintendo of America, Inc. 01989 Nintendo of America. Inc. Lord of the Rings 
is published with the cooperation of the Tolkien estate and their publishers, George Allen & Unwin Publisher LTD. 
The plot of the Lord of the Rings, characters of the hobbits and the other characters. from the Lord of the Rings ane 4 


f you are one of the millions who have read the 


classic trilogy, or if you’re new to The Shire, you'll 
be captivated by this ultimate fantasy adventure 
role-playing game. There is nothing like it on earth. 


¢ First action adventure RPG with multi-player real-time combat. 
¢ Friends can join the play or leave the game anytime, 
without interrupting or restarting. 


17922 Fitch Avenue 
Irvine, CA 92714 (714) 553-6678 
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ven through there. hasn’t been a new Sta 
TE Wars movie in over ten years, there's. 
oe of new Star Wars merchandise for pec 
ple to buy. Whether it's new comics, novels, pin-- 
ball machines, Bend-em figures or video games, 


oS the Lucas marketing masterpiece es con- : 


Sumers aware of 

their allegiance to his 
company’s imagina- 
tion. Video and com- 
puter games have 
been blowing off the 
Shelves lately with X- 
Wing and TIE Fighter 
for the PC and Super 

- Star Wars and Super 
Star Wars: The Em- 
pire Strikes Back for 


the SNES. Finally, 
Rebel Assault has 
been ported over to 
_ the Sega CD for all 

a) the fanatics out in Ss 


Re ‘Segaland. 
I} dl ) oped as a CD-ROM 


y\' Macintosh, Rebel As- 
4 Sault is a first-person 
<e flying game that 
=| transforms you from 
* a Rebel rookie into a 
Death Star- de- 
stroyin’ veteran. The 
graphics of the com- 
\ tae versions of 
Rebel Assault were 


Originally dea 4 


title for the PC and 


out of sight, with 
» amazingly animated 
' ships, asteroids, and ee ce al 
eek fa the | iehel Aecu dees oa Av a ee hes 


OLS 


muddy on the planetary levels, once you get 
into outer space you'll be too intent on destroy- 
_ing TIE Fighters to worry about a loss in resolu- 
Mon. 

The game’s sound is also excellent, taking full 
advantage of the CD to bring John Williams’ orig- 


Some =| SER NEE 


tucasférts Enter any 


inal movie score right into 
your living room. Other 
sound effects stay true to 
the film, with bursts of 
laser fire and explosions 
that have such great 
sound, you can almost feel 
them burning you. 

Other than the pixel- 
happy look of the Tatooine 
and Kalaador levels, the 
biggest drawback to 
Rebel Assault is the con- 


trol. Sometimes it feels 
_ like you're driving around © 
ina car with really bad 
z wheel alignment; other 
times it’s like the darn 
ship doesn’t respond at 


all. Once you’ve gotten 


used to the controls, the | 


game gets a little better, 
but I’d expect more from 
my X-Wing fighter. You'd 
have more control with a 


horse-drawn wagon flying | | 


out of control through an 
asteroid field than this 
game allows. 

~ Rebel Assault isn't for 
everyone, but it’s still one 
of the best Sega CD 


games I’ve played. If you 


have money to burn, buy 


tar Wars it—if not, give it a ieee 
and and see what you think. - 
| —Nikos Constant : 


' If you’re a fan of Star Wars who | 
| hasn’t played Rebel Assault on | 
a computer, then you won’t be | 
- all that disappointed with the | 
_ Sega CD version. The game is | 
- very involving, especially dur- | 


- the whole Star Wars phe- 


_ really frustrated with the con- | 
_ trols and some of the confusing | 
| low-res graphics. I'd buy it, but 
_ it’s not for everyone. 


ing some of the harder stages 
_ like.the asteroid level and the | 
_ Hoth ice-cave. If you’re notinto | 


nomenon, you'll probably get | 
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The most striking images in 
Revengers of Vengeance 
are the backgrounds in the 
fighting scenes; everything 
else is either ordinary (most 


Developer: 


of the characters in the fight 
scenes) or hopelessly 8-bit- 
looking (the RPG and shoot- 
‘em-up scenarios.) 


Micronet 


this genre, but the action is 
etm] slow and imprecise. Combos — 
.| are next to mes due 


oo 


Though somewhat dated, 

the music is OK—and the | 
voice acting could have 
been a lot worse. | like the 
Stereo effects in the fight | 
scenes; /ots of separation 

if you’re listening with 
headphones or widely- 
spaced speakers. 


7 anger Sa wht 
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This is definitely a case of 
the whole being less than 
the sum of its parts. The 
fighting is mediocre, the 
shoot-’em-up is bare- 
bones and the pseudo-RPG 
elements would be laugh- 
able to a dyed-in-the-wool 
paper-and-dice nut. 


find at on ‘you be, ee 
Is it a quest you seek? 
iz Well, we have sone excellent 
(ce suests te choose from! _ 


© Death” on V ‘OU C re ch 
to pane | ar-C trolle : ees BETTY 


an at a a 


nario offers ‘q THE LOWDOWN 
ture vertically- With a little more work, 
These are fun f Revengers of Vengeance could 
= have been a lot of different 

things. It could have been a 
great multi-genre adventure, a 

| decent fighting game or—better 
yet—a ripping parody of RPGs 
or fighting games. Unfortu- 
nately, it’s none of these; it’s 
just a slightly confused fusion 
of three distinctly different 
game genres. Not to discourage 


any designer from trying to do 

~~ this, but the game suffers 

. because none of the three is 
~~ done particularly well. 


he differences between this one-on-one 
fighting game sequel and the previous 
_ World Heroes 2 game are about as negligible as 


me differences between Super Street Fighter II 
__and Super Street Fighter || Turbo. That is, there 


isnt much that’s new; it’s better, but only by a 
small margin. 

World Heroes 2 Jet distinguishes itself from its 
predecessor mainly by virtue of its Tournament 
mode, in which you'll fight three rounds per “day” 
and face a different combatant in each round. 
There's also a TV-style announcer on hand to 
congratulate the winners and count out the 
losers; while the hazards of the original game's 
“Death Match” mode are not present, the tension 
in the Tournaments is brought to extreme heights 
by cheering crowds and dramatic fighter intro- 
ductions. This mode is also noteworthy because 
unless you lose the first two rounds, you'll always 
fight three rounds in every bat- 
tle. The standard one-player 
vs. computer and two-player 


two-player option has 
been enhanced with a 
pre-fight configuration 
screen that allows you 
to adjust your charac- 
ter’s offensive ee 


yofu is a tall, muscu 
lar fighter from China 
who breathes fire and 
Swings a Staff, and 
Is a nate from 


Fatal Fury but attacks 
with the claws of 
Genan Shiranui from 


SNK Home Entertainment, Inc. ¢ 20603 Earl St., Torrance, CA 90503 © (310) 371-8555 
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S~@, sensibilities that have come to represent this 


NEO-GEO 
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178 Meg 


Cool characters and stun- 
ning intermissions; too bad 
the frame rate of the 
animation hasn’t been 
improved over WH2. The 
backgrounds in the Tourna- 
ment mode are wildly 
detailed, much more so 
than in the standard game. 


Developer: 


This is probably what’s 
eating up the lion’s share 
of the game’s 178 
megabits of memory, and 
it shows. Don’t miss the 
dramatic music that 
pounds during the charac- 
ter introductions in the 
Tournament mode. 


The ability to change your 
character’s attributes in two- 
player battles changes the 
game’s strategic elements 
considerably, and the “play 
dead” trick is a nice touch. 
It’s too hard to deflect pro- 
jectiles, though. Beware of 
inescapable combos! 


Samurai Shodown. Both of these new fighters 
Seem to have more special moves than any of 
the 14 previously-existing characters; Jack, in 
particular, zips into dozens of configurations of 
Sharpened, spinning metal with the simplest of 
button combinations. There’s also a new “boss” 
character, a mega-ripped blonde guy with a 
> scar between his eyes. 
yh lf you beat the game in the Tournament 
» mode, the ending sequence will give you 


y another example of the absurd, off-the-wall GORE NIKOS 


7 7 
ERIC BETTY 


system at its most surreal. There is so 
much stuff going on in this and other 
NeoeGeo titles that completely defies ratio- 
nal interpretation; whether it’s Rasputin’s 
Marilyn Monroe impersonation, Jack’s 
Clockwork Orange pose or the hysterically 
cryptic post-fight comments of any char- 
acter, you'll drive yourself crazy if you try 
to figure out what it all means. 

| also love the way your character’s 
portrait will bump your opponents photo 
off the screen after you win a match in the 
Standard game—lI’ll bet this graphic 
Started a few fights in the arcades when 
players started bumping each other off the 
machine for real! 


THE LOWDOWN 
With only two new characters, 
World Heroes 2 Jet is not a huge 
step up from its predecessor. 
Some players are bound to miss 
the “Death Match” mode (from 
the previous World Heroes 
games), which was much more 
innovative than Jefs Tournament 
mode. Fortunately, the series has 
continued to distance itself from 
the “Street Fighter clone” symp- 
toms of the first World Heroes 
game, and characters like Mud- 
man, J. Maximum and Rasputin 
are still among the genre’s most 
original fighters. 


—Chris Bieniek 


Phone 24 hours a day, 
7 days a week. 
Visa and Mastercard 
accepted. 
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Good use of 3-D space | 
highlights the action, and | 
the smooth graphic trans- } 
ition between close and | 

distant views shows off 
- the power of the 3D0 
hardware. 


Tetragon’s Gridders 
plays like a 3D0 
version of Atari’s 

Klax with a hip 
character pushing 
the blocks. 
an up-close view of 
your character, Zach, 
and his surrounding 
Squares On the grid. 
The transition between 
the two views is so 
fluid that it’s the most 


The repetitive rhythmic 
tunes in Gridders provide 
proper background for a 
mind-bending puzzler. The 
| voices sound like real peo- 
ple, not actors who play | 
real people on TV. . 


. Striking aspect of this This game is very accessi- 

“a r) | me ble; it’s easy to understand 

ty . ) puzzle ga . what you’re supposed to be 

‘% oe Personality has been doing and the controls are 
ae co hod . self-explanatory. The ques- | 


play it, and if so, for how | 
long? 


Zach, who has one of 
those skater haircuts 
and a funny set of 
animations that appear 
after you leave the 
control-pad idle for a 
a. iii, short period. Cartoon- 
4 fy ‘Dp laying Gridders on the 3DO plat- = like animations are 


form is sort of like playing Yahtzee = ”~* placed between levels, 
| ona PC. It’s simplistic puzzle game for he we : Toreaon tried too hard to add a storyline 
super-hyper-mega-powerful 3D0 machine. that just isn't essential for a simple puzzle game. 
| ee the gameplay is inherently addictive Although this is a good puzzler, it seemed 
and challenging, a game with the same concept somewhat restrained for a first offering from an 
could be played on the NES. However, newcom- obviously talented group of programmers. 
ers Tetragon included some nifty graphic tricks Nonetheless, Gridders is a promising debut from 
to make Gridders a visually appealing game with a company that could turn out even more 
averycuteedge. | interesting 3D0 products in ine future. 

The basic premise is that you must block a —Jeffrey Adam 
series of boxes that are moving along a grid, which Young « 
ay in turn causes these boxes to drop geometric | 
v"" symbols that will activate the exit on that level. The 
‘4\ trick is to get to the shapes before another box 
"y lands on that same section of the grid, while 
avoiding being squashed by other boxes. 

Simple enough? Utilizing the power of the 
3D0, Tetragon enables players to switch views 
from a 3/4 -overhead view of the whole board to 


THE LOWDOWN 
While it’s an interesting 
game—interesting looking, 
anyway—just how much fun 
could a game called Gridders | 
be? It’s a cute, original puzzle 
game with decent sound, but 
I’m saving my dough for more 
cutting-edge 3D0 games like | 
Panasonic’s Virtual House. 


GAME mi 


Looked pretty darn good to | 
me. This is just about as | 
good as it gets for the | 
|) Game Boy, isn’t it? There’s }~ 
|) a bit of a blur problem—as fF 
| with any scrolling Game | 
-) Boy title—but on the Super | 
| Game Boy screen it looks 
|) great. 


you. In the later levels, the game play 
uigsting. Not only do you have to 
@mies, but also falling rocks or 


| like the Power Rangers | 
» theme song, and that’s § 
- what they used for the | 
game. The sound effects | 
are OK; nothing spectacu- | 
lar, but. enough punch and | 
kick sounds to give you the | 

right idea. 


( od. Gee, they couldn’t have 
ing Tike the Power — 


bout the game are the 
3 & of each level. The 


pl la egg ee LY al Pe EI KER ON AGF PI” RIES PIE RES RN 


Like | said, it’s a tough 
game. | wish it had been 
easier to control your 
) punches and kicks. It could 
have been faster. But | 
wish handheld games were § 
faster in general anyway. 


ce 


ou know them. 
You love them. 


fu ie yy hig 


| a sometimes 0 [ 
: ua Game Boy < as 5 well Bie aren't a lot of moves 
. The extended color andygound all the sam@=es 
w*you to distinguish each char 
other—you know, Black, BI 
aw'and Pink. lf you're playing on #h | 
[@*Game Boy, no problem; the game help- 
tf you which character you’ve chosen, 
“Blue Ranger.” You can chaase to play as a 


[* - a7 

a | rafal fala | 
= acho hoe Hs 
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each level, 
ot always 


THE LOWDOWN 

- You know that at the very least | 
this is going to be a collector's 
item. I’m pretty sure my satis- 
faction with the show affected | ~ 
how | felt about the game, but | #)))) 
what are you gonna do? © - 
Anyway, if | were a Game Boy | fas 
owner I'd go for it. The game’s — 
biggest surprise is that it takes | 
a super hot license and makes | 
_ it look so darned ordinary...but — 
_ hey, it’s the Power Rangers! 


DUG lb 
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t’s really too bad that TTI is 
finally giving up here in 
America. It just goes to show 
how the right marketing cam- 
paign can make or break a 
game system in the U.S. Never- 
theless, at least TT Lis going out 
with a bang by releasing Bonk 
/! CD for the few thousand 
hardcore Duo 
fans. 
Though Bonk /// CD isn't a 
completely redone version of 
the original HuCard release, 
it does have some improved 
features. Obviously the 
music and sound effects 
have been juiced, which gets 


WASSO}t: 


inball and pool are probably | 

the toughest simulations to 
program for a video game. It must 
be hard to program the physics of 
these conceptually simple yet 
eternally complex games. Data 
East makes a valiant attempt at 
bringing 9-ball to the Game Gear, 
but with little success. Side Pocket is an easily 
mastered (read boring) version of the world of 
the pool hall. 

The game features three different games: 9- 
ball, pocket and trick. The problem with the 
game is that once you get the hang of the tables, 
you'll get tired of it. The two-player feature is a 
bit more entertaining, but you can’t play for 
cash. This one could have been better. 

—Nikos Constant 


Steteeetatetriaisteietcanedash ons 


a CLE — aaah itsith 
4 


the gamer more involved with Bonk and his 
quest for Candy. There are a few new bonus 


Stages as well, and the colors are as lively as 


ever. 


If you’re a fan6f Bonk, buy this. If not; you 4: 


better save up your cash for the Japanes wim- 
portsiyou're going to have to buys 
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_ Nikos ‘Constant é 


EASY 


Though the graphics are not © 


as complex as they could |= 
have been, the simplicityisa = 
| hice change and actually | 
_ enhances the game play. 


| If you don’t own the cartridge 
version, the improved CD 


music and effects are reason | 
enough to purchase this 


seductive platform game. 


Just changing Bonk’s size by | 

| eating different candy kept | 
| my interest. He gets so big | 
) and so small. Interesting 
_ bonus rounds too. 


|| THE LOWDOWN 
| Smackin’ heads with the best 


of them, Bonk Iii CD delivers 
the goods. | loved the im- 
proved music. Fortunately, 
Bonk will live on; look for 
Hudson Soft’s Super NES 
Bonk game later this year. Is 
this the last U.S. Duo game? 


| An overhead shot of a pool | 

| table with colored balls on it | | 

| is the primary graphic | 

| image. Not too complicated. | 
What did you expect? 


The music could have been a 
lot groovier. You’re playing 
pool here, people; even with 


|| the GG’s limited sound capa- 
| bilities, they could do better. 


After a couple of games, you 
get the feel of the table and 
the game gets boring. Once 
you’ve mastered all the 
tricks, you’re done. 


MEDIUM DIFFICULT 


| THE LOWDOWN 


When it comes right down to 
it, the Game Gear just can’t 
match the feel of playing a 
game of pool in a smoky pool 
hall where hustlers are hus- 


tling and games are played | : 


for cash. This one’s for the 
easily entertained. 


Phniiips Media Games © 17111 santa Monica Bivd., Los Angeles, CA 90025 ¢ (800) 845-7301 
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Just like the arcade gam 
nice colors. The best part 
of this game—lI think it’s 
baal he only part | really enjoy. 
4 OS SB 1 Player 
ia. |. CD-ROM 


1s 


ue 


Developer: 


IcDI 7 With CD technology, the 
SE TRE sound couldn’t be bad. If 
you're a purist, you'll be 

happy with the sound—it’s 


ack in the early 80s, Dragon’s Lair was the ” Vey “ * re istic 
hot new laserdisc game with the best a 3s 
graphics around. Sucking two quarters at a time, 
the game looked just like a Saturday morning fa ii be woaiclua 8 playeds 
cartoon. Now it’s back for the CD-i, and | dare Poa it is to watch. It's a battle 
eS ‘ ; ‘ of repetition and memo 
say that this is the ultimate version of the game; Talk about your 


| ’ rization—a real test of 
it is exactly like the original. on 4 faithful arcade viens 
Unfortunately, ae a conversions! 


the fun of this game. You can't really control the exact 

game comes movements of the character, so it’s hard to 

from watching say that’s it really interactive. 

someone else It's nice to see old games come back, | tHE LOWDOWN 
play it. For a be- but it’s usually more fun if the game is Fans of Dragon’s Lair will 


, : eS love the CD-i version. This 
for le eee updated for a new generation—as Atari did © is it; the pinnacle of 


‘ ‘ : D ’s Lair for the h : 

‘ with Tempest 2000. \f you're a fan of Dirk, There's EMAL oe herd, 
Since  there’s 
only one way to 


though, this game is yours; it’s made just | ‘ough. so it you never 
get through this 


liked the original game, 
for you. don’t expect a revelation. 


—Eric Nakamura 


ntroducing NGPE: 


Classified ads just for gamers 


New game prices got you down? Old games and things just lying around? Now you 
can buy, sell & trade "previously played" video and computer game equipment 
with classified ads in the National Game Players' Exchange. It's one of a kind! 
What is NGPE? 
NGPE is not another "tips and hints" game magazine. It's the only publication with 
nothing but classified ads from game players who want to buy, sell & trade used 
cartridges and software, core systems, control pads, joysticks, books, magazines - all 
kinds of gaming equipment and accessories. Prices are fair and reasonable, because 
NGPE readers make their own deals. No commercial dealers allowed! 
How do | get NGPE? 

A one-year subscription to NGPE is just $25. You get six bimonthly issues, plus the 
guaranteed right to place three classified ads per issue with no extra charge. Use the coupon below 
to subscribe today, and we'll send you an Ad Worksheet to fill out and send back in. After that, use 
the form in each issue to submit your ads. It's easy! 


B @O N q) 8 Don't miss out - Subscribe today! 
r 


Subscribe to NGPE now and we'll | TYRS? | wart to get NGPE: the 


Selb ae Pred Re ile t Name only classified ads just for gamers. I 
h wd ivileh ofall the.cames : Here's my check or money order for | 
aime on # piesa 4 ae $25 (Canada residents $30) for my 
ah am ell sn .s scilra i : I Address 1-year subscription. Send my Ad Work- 
ying; ae ng recing ‘Sven sheet and FREE Game Equipment Inven- 
easier. It's an NGPE exclusive | hace taltiay dearetntele i 
and offered only to new NGPE i Sit " eee i 
sistant F Attn: Subscription Dept. A8 j 
; P.O. Box 1027 
N & Pp RK | slate Zi Joplin, MO 64802-1027 i 
: = —~ = = Money Back Guarantee 
National Game Players’ Exchange I ceca toa one de ecdicacaniuinier omc pet eb mi ee ee ee ee eee eee ee 
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W\\y bers, LE// has a su- 


crack in Dade county. 


When | heard that Lethal Enforcers || was 
going to have a western theme, | was a bit dis- 
appointed. | didn’t want to play another Mad 
Dog McCree; \'d rather waste city slickers then 
cow-pie kickers. When | went down to C.A. 
Robinson, our local arcade connection, Dean 
Gamburd, God of arcade games, recommended | 
check out the new games and review whatever | 
wanted to. With some trepidation, | went around 
the arcade, until | finally approached the new 
Lethal Enforcers // machine. | picked up the pink 
gun and hit the big red START button. Instantly | 
, was involved in the best gun battle I’d ever been 


in, and | didn’t even have to duck. 


The big improvement in LE//: Gunfighters is 
that it takes more than one shot to kill an 
enemy. They'll take it in the leg—tasting the 
H pain of your six-shooter—and blast back at you @ 

with a vengeance. You'll have to unload your 
whole revolver into certain characters, and 


they’re not even the bosses! 

In addition to re- 
quiring multiple 
. shots to kill the rob- 


Say yoo 


pernatural edge, 
with Indian Shaman 
Characters and 
Skeleton armies, 


he first Lethal Enforcers arcade game is 

one of my favorite games...ever. There’s 
nothing | like better than blowing away bad » 
guys with a big pink gun. The game was about # 
as close as you can get to being onto the TV 
show COPS without joining the force or selling 


: ee ; Se 
phon, Sn, $ ¢ ; 
Baer nates te ee ae 

ran 3. gee 


—quick-draw shoot-outs and health meters for the 


guns oon 


final bosses. The levels include a train heist, a 
Saloon shootout, a bank robbery, a wagon train 
on the loose and a corrupted gold mine sce- 
nario. The ending has a great surprise which is 
guaranteed to shock you. 

The next time you're down at the local ar- 
cade, pick up a pistol and draw a bead on Lethal 
Enforcers II: Gunfighters. You'll be glad you did. 

—Nikos Constant 


_ Because of its harder game © 
play, you'll be pumping a lot of | 
_ quarters into Lethal Enforcers | 
_ IF-but it’s worth it. Where else | 
can you shoot a bunch of people © 
/ and not get the electric chair? | 
_ There’s not really much of a | 
_ story, but | wasn’t really expect- | 


q ing to play The Good the Bad | 
_ and The Ugly video game. | | 
_ wanted to shoot people and | 
_ Lethal Enforcers delivered. 


Capcom USA, Inc. ¢ 475 Oakmead Parkway, Sunnyvale, CA 94086 e (408) 774-0500 6 Ge 


a eal ee 


1-4 Players © 


Teco eTraar pier: You can guess that D&D: 
my Seite ED — Arcade Tower of Doom has sword- 
A REPLAYE RS. — &-sorcery visuals taken 
| | _ Developer: right out of the TSR Mon- 
‘655161893 2 Sy RPEe robe ~ - Ster Manual. Do you di 
TSR fe dBe2, 29 DE ;ah+e Keser a maak ikke one attin 
Capcom : lore? Enter the darkness 
and save the crowd from 
dragons. 


venture’ games to 

= come out in the ar- 
prema Ae pesem cades. Along with 
a i | j fighting the normal” 
cast of ghoul pe s 


Pumping. - 
fect; you’d think you'd 
Stepped into the Fat Boys’ 
boom box. Music is 
medieval, the dragon’s 
roar is bass heavy an 
your character belts out a 
war cry whenever it enters 
the game. 


en | 4] game and eo 

i,  ¢ Qi a Those are silver- ——_ yourself by 

nybody who knows Fey. fee” Re Rae various $ weapons and 
what's up has burned [gear jie MiadcaRAdaiRaneed ES Helis As you move t 

the midnight oil playing the land, you can pick up he eed guia chs 

Dungeons & Dragons, suck- Sure and gain experience points names and rock the ma- 

ing down Slurpees, chomp- “Which increase both your bank [papaaeyabebunebenana 


os for subtle stick action be- 
ing on Funyons.and mess- and.your hit point total. FRE TREESeaigeores 
ing with the pizza delivery 


1 pot isilike most 0&0 EA aod 
boy when the kid comes to scenarios: The Republic ¢ 
the door. With a role of the Darokin is being invaded t 
12-sided die and an imagi- monsters from the wilderness. 
native dungeon-master, you Corwyn Linton, leader of the 
can be transported light Linton merchant house, sus- 

_ years away from your bleak pects that there is something sc 
existence. into a world of more to the attacks than justa (CCUM SRGa iE 
treasure, magical weapons, bunch of crazed woodland ani- fib s 
and bloody carnage. mals. You and four other play- [MAS 

The RPG genre has set its mm ers can fight as clerics, — 

roots in the video game in- A Warriors elves or dwarves to 
dustry in a big,way with great 
home games like Lunar: The & 
Silver Star, but the action — 
that plays. in your head dur- § 
ing a good game of D&D is 
way better than anything that. 
comes out of your TV. Finally, 
a game has come to the ar- 
cade that matches some of 
the action and strategy of a 


With four-player capability, 


THE LOWDOWN 


This is the first coin-op game to 
do justice to the D&D role-play- 


ing genre. TSR was the first and 
best at keeping gamers up all — 
on. Though its interactive ele- night, so it’s refreshing to see 


that you rT cos a lot of money 


that Capcom grabbed the 
ments could be | Mpr oved, have license and went buck wild on 


fun with this one and look for — meni a _ game so = 

expect to spend some major 
more RPG-style action games Ny Though decision-making 
in gow arcade’s future. isn’t as integral to game play as | 7 


Suga uel game of D&D. q ve COMSICIIMIE cctive thor a ot of other anade Mf: 
re to D Nn t there. Grab the trea- 
eee ce (Tan las ae ; . rags preety D&D 
; I oo F oe Sanguinetti at C.A. Robin Seats chenatoa tink , 
first “Choose Your ir hee _ Son in Les pees. 
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For Quicker 
ervice call 


Credit card orders only 


YOUR INTERFACE TO 


A DIGITAL 
ENTERTAINMENT 
REALITY! 


Subscribe Now, limited-time offer...the price 
for a year’s subscription to COMPUTER PLAYER 
will increase in the next few months. 


COMPUTER PLAYER is your guide along the 
vast, high-tech, multimedia electronic 
entertainment highway. Everything 

. you d ever want to know about enter- 
&» tainment for your IBM PC, Mac, 3D0 

™ or CD-i is in the pages of ComPuTER 
PLAYER. From provocative features to 
news and happenings in the industry 
fF to candid opinions of the newest 
games on the market, COMPUTER PLAYER 
is your source for desktop entertainment. 


Or a one-year 
subscription! 


12 issues } 


€s, you too can win some free crap from the Circle as many or as few as you like. When we 

VineoGames archives. All you need to do to qual- process the card, we’ll send your name and address 

ify for our monthly drawing is to fill out the to each of the — whose — been 
Reader see neg — iby li below ra 


— — — 


: : Atari Corporation 101 2-3 Sega of America 108 30 7 
| : Nintendo of America 102 4-5 Takara USA Corp. 109 7 oo 

Philips Interactive 103 6-7 Core Design 110 51 oS 
Working Designs 104 9 Core Design 111 95 
Working Designs 105 11 Absolute Entertainment, Inc 113 65 
The 3D0 Company 106 14-15 §GameTek, Inc. 115 73 
Interplay Productions 107 24-29 National Game Players’ Exchange 116 77 
Interplay Productions 112 09 Sunsoft/Sun Corporation of America 117 95 


Interplay Productions 114 69 Acclaim Entertainment, Inc. 118 96 


STORY 
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Electronic Arts 
Phone: (415) 571-7171 


Beach Babe-0-Rama is a cool game; it’s 
cute and fun. Normy is very easy to control, 
everything looks good and sounds good, too. 
The only thing that’s annoying is the way 
Normy talks (“Total bummer!”) and the 
somewhat sexist title of the game 


GENESIS/ACTION 


GameTek 
Phone: (305) 935-3995 


Pinball Dreams was a fun game for the com- 
puter systems, but the cartridge versions 
have stiffer competition to contend with. 
Even with multiple playfields, they don’t 
have the spark or excitement of Crife Ball or 
either of Tengen’s Genesis pinball titles. 


MICRO REVIEWS v 


COOL 


Malibu Interactive 
Phone: (818) 591-1310 


Time Trax is a great action game that’s way 
better than the mediocre T.V. program it’s 
based on. The story is good and the charac- 
ters are numero uno with great animation 
and special effects to support them. 
Excellent soundtrack for the Genesis. 


GameTek 
Phone: (305) 935-3995 


WHEEL! OF! FORTUNE! Yeah, it’s the latest 
version of the top TV game show for your 
home. It’s not as tough on your brain as 
Jeopardy!, so blow this one away without 
thinking. The best way to get this game is to 
win one by getting on the actual TV show. 


Capcom USA Inc. 
Phone: (408) 774-0500 


What—another Final Fight clone from 
Capcom? This one- or two-player medieval 
hack-’n-slasher has weapons and progres- 
sive experience levels, but it’s essentially 
the same game as King of Dragons (And 
Legend...and Golden Axe...etc.). 


Beam me up big-time to the far reaches of 
the galaxy. This action/adventure title is 
basically the same game that was released 
by Spectrum HoloByte for the Super NES. 
The game looks good; all of the Enterprise 
crew members look like cute little people. 


SUPER NES/STRATEGY 


GOOD 
GameTek, Inc. 
Phone: (305) 935-3995 


This is Jeopardy! with Alex Trebek. If you 
miss the show every night, here’s the alter- 
native. This is a good version compared to 
the others. It’s clean and most like the TV 
program. The voice is great and the graphics 
are sharp. Tough questions, but that’s old. 


Pe GENESIS/STRATEGY 
B62 4 
3 GameTek, Inc. 
Phone: (305) 935-3995 


Again, this Genesis conversion isn’t as good 
as the others. The sports questions are 
tough as usual, but the graphics are blocky 
and dull. If you’re into sports trivia you won’t 
care, though; it just depends on which of the 
game systems you own. 


MICRO REVIEWS vw 


SUPER NES/STRATEGY 


GameTek, Inc. 
Phone: (305) 935-3995 


Like the De/uxe game, but all of the ques- 
tions are sports-related. Pretty tough even if 
you're a sports trivia god. The characters you 
choose from are funny-looking. The compu- 
ter opponents are not too swift; it seems like 
you can always ring in before them. 


COOD 


FAMOUS DUDS 
DUMMY 


GLies4s45se67s3s 
ABGCDEPFGH LIKLMNOPGRSTUUNSY Zz 
oP HCE 


GameTek, Inc. 
Phone: (305) 935-3995 


My favorite version of Jeopardy! Sports. The - 


tiny Game Boy is tough, but the opponents 
are also pretty dumb; they like to give 
answers like “zzyzx” to sports questions. 
The graphics and animation are funny; Alex 
looks like Tom Slick’s long-lost brother. 


WEAK 
GameTek, Inc. 
Phone: (305) 935-3995 


Sorry fans, this version isn’t as good as the 
SNES game. Even though it shouldn’t matter 
in a game like this, the characters just don’t 
look as cool. Also, when the computer 
answers, it takes the time to spell out all of 
the words, which definitely makes it slower. 


GAME GEAR/STRATEGY 


GameTek, Inc. COOP 


Phone: (305) 935-3995 


This version does a lot for a little tiny 
machine that fits into your backpack. You 
got the colors, you got the sound and the 
pictures. Alex T. looks sort of like himself, 
and the voice is also there. The funniest 
parts are the gestures of Al and his guests. 
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Sega of America ¢ 130 Shoreline Drive, Redwood City, CA 94065 e (415) 508-2800 


COOL 


(8) 


1-2 Players 


16 Meg + SVP |) The fast, smooth scaling of 


the polygon graphics really 
pulls you into the game. 
Developer: The instant replay of your 


race is a great idea, but 
Sega/AM #2 


often the camera view- 
points are so far away from 
the action that it’s hard to 
see your car. 


The music is better than 
other recent Sega efforts. 
The sound effects have 
been digitized, but 
because there are only a 
few samples of spins and 
screeching tires, they are 
sometimes used inappro- 
priately. 


a ke Ee 


The steering feels a bit 
sluggish at times, but the 
overall control is quite 
good. It takes practice to 
master the turns, and the 
computer-controlled racers 
are quite competitive. Sup- 
ports six-button controllers 
for changing viewpoints. 


The! Highes sarees a nye a clear 
view, of the road ahead, but be sure to 
syitch to a lowey ACW. entering, a 
sung! or going beneatl a Buda: 


thy, ii 7 
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GORE CHRIS. 
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NIKOS BETTY 
8 9 
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THE LOWDOWN 
Virtua Racing is a great arcade 
conversion that’s closer to the 
original than | ever would have 
thought possible on the Gene- 
sis. The ability to change your 
viewpoint on the fly and the 
incredible polygon-rendered 3D 
environment put the graphics in 
a league all their own. While 
there’s no circuit mode to give 
the cart longevity for solo play- 
ers, fans of the arcade machine 
won’t be disappointed. 


Exhibition/Practice Mode ) ng 
League/Season Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 
i“v2 3 4:3 5 ae: 
Players ; 
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Sega of America * 130 Shoreline Drive, 


: 

= g 
| : The larger player: ; 
j : nice, but they actually | 
’ : seem a bit too large for tht i 
| pitch, which looks short 
a 1 and narrow. Some nice | 


eis 


background graphics on 
goals and penalties, but 
they’re almost invisible in 
that dark blue background 


ts 


MY TONE. 


SY IS HPA” Though there are attempt: 


at “chanting” now and 
then, the crowd sounds are 
worse than in any sport: 
game in recent memory. 
The ball effects aren’t bad, 
and while the music i: 
okay, there is no option to 
turn it off during a match. 


Co SMESCOne: 


So 4 ee Be ee ee — sory eho 


No specialty moves to 
speal but you can 
angle your shots with the 
D-pad after kicking. The 
game is very easy to learn, 
thank: its simplistic 


of. 
ithe oe at 


Bhi 


to it: 
controls, but most fans will 
yearn for greater command 
over their team. 


EASY MEDIUM DIFFICULT 
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THI yw 
| World Championship Soccer II 

is a disappointing sequel. The 
game features none of the spe- 
_ Cial touches found in the first 
’ cart, such as the first-person 

graphics on corner, goal and 
penalty kicks. About the only 
thing it has going for it over the 
original is support for the Team 
_ Player adapter, which lets up to 
four friends compete in a vari- 
ety of different cooperative and 
competitive combinations. | 
hope Sega doesn’t wait another 
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Hardball ’94 continues Acco- 
lade’s great tradition of ex- 
tremely playable baseball 
games, but there’s not much 
new here besides some hot ani- 
mation in the batting view and 
the MLBPA license. The fielder 
animation could still use some 
refinement and the heavy player 
inertia makes it easy to overrun 
fly balls. But with its incredible 
list of options, team editor and 
detailed statistics tracking, 
Hardball still ranks near the top 
of the Genesis baseball heap. 


Electronic Arts ¢ 1450 Fashion Island Blvd., San Mateo, CA 94404 e (415) 571-7171 © $59.95 
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SPORTS arts 


1-4 meee 
16 Meg 
Developer: 


High Score Productions 


A’s MLBPA Baseball for the 
Genesis is very similar to 
the SNES cart reviewed here in 
the May issue, featuring the 
Same overall look, play mechan- 
ics and excellent sound effects. 
While the intro and menu 
backgrounds have been im- 
proved, the actual game graph- 
ics feature far fewer frames of 
animation and a lot less color. | 
like the way the screen pans to 
follow fly balls before switch- 
ing to the overhead view, and there’s a couple of 
(choppy) video highlights shown for homers and 
double plays. 
MLBPA has plenty of options and while it 
doesn’t support short seasons, you can pick 


onl GEAR 


2 Meg 


Developer: 


BA Action is an ambitious 

five-on-five basketball # 
game for the Game Gear. The li- | 
cense allows real team names, } 
logos and actual NBA players. The 
colorful graphics are surprisingly 
detailed given the tiny size of the 
players, but even so, it can be a 
real challenge to locate the ball at times. It 
would be bearable if it wasn’t for the stupen- 
dous amount of flicker; players literally can dis- 
appear from the screen. 

On the plus side, there’s a fair amount of 
options, including 82- and 26-game seasons. 
The scoreboard, shot and game clocks are 
clearly presented and the substitution screen is 
exe to use. : 

seiesiecy Tschiltsch 


which games during the 
season you'll play man- 
ually and which the § 
computer will simulate. 
—Jeffrey Tschiltsch 


1-2 Players 


- GRAPHICS 


Large players, but 

mation. Gee, shouldn’ a a 
“safe” player be shown 
Standing on the bag, not next 


= A great-sounding crowd, a 
-) perfect stadium organ and a 
cleanly-digitized umpire. 
Unfortunately, the ump never 


calls balls—only strikes. 
Phi lodeitrhia 


4 


The narrow fielding view 
forces you to watch the radar 
too much. One of the few 
games in which you can 
manually change defenders. 


Exhibition/Practice Mode 
League/Season Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 


THE LOWDOWN 
MLGPA plays well and the 
four-player support is a plus. 
It’s the poor animation and 
_ graphic inconsistencies— 
like balls clearly hit foul in 
the batter’s view suddenly 
becoming fair in the fielding 
view—that hurt it most. 


Too small and too much 
flicker. There’s some nice 
animation, but the player 

control indicator often blocks 
your view. 


Nice intro music and decent 
sound effects, given the 
Game Gear's limitations. The 
i) arena organ music is surpris- 
= ingly good. 


It’s too easy to throw the ball 
away when passing and you 
can’t fake a shot, but the 
“intentional foul” feature: is 
innovative. 


Exhibition/Practice Mode 
League/Season Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 

Official License 

V2 3228-5 
Players 


THE LOWDOWN 
| NBA Action has some nice 
~~ features for a Game Gear cart 
~ and the animation—while a 
bit on the slow side—fea- 
tures some nice dunks and 
- lay-ups. Too bad it’s all for 
naught as the game is almost 
unplayable due to the flicker. 


Super Sidekicks 2 is a blast to 
play, but it is an arcade soccer 
game in the strictest sense; 
think of it as the soccer equiva- 
lent of NBA JAM. The matches 
are a little too short and there 
isn’t much strategy beyond 
moving the ball as fast as you 
can. Most players will beat the 
computer in the single-player 
tournament pretty easily, but 
the game really shines in two- 
player mode. If all-out soccer 
action appeals to you, Super 
Sidekicks 2 won’t disappoint. 
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World ‘Championship Soccer 


eon World Cup 
Word Trophy Soccer 


Champions Soccer ‘94 
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Sports Talk Baseball 


“Tony la Russa Baseball 
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"MLPA Baseball 


Super Basebal 2020 


- Tommy Lasorda Baseball 
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SLAM DUNE 


BANDAI 

Super Famicom 

et up and get ready for the cager game that Japan’s been waiting 

for. Slam Dunk is challenging the Japanese version of NBA JAM 

for the title. This game is based on a popular Japanese cartoon and 

comic strip series with the same name, so you know there’s a story 

behind everything. There’s no Alonzo Mourning or Chris Webber, but 

there’s plenty of slamming fun. Slam Dunks “Story” mode gives you 

dialogue and Anime screens from the cartoon; they're a great break 
from the roundball action. 

Unlike simpler basketball games, this one gives you major control. 
Sure, you can pass, steal, block, assist, cut in, hold or shoot a three-pointer, but you 
# can also choose the type of defense you want to play. Zones are legal in international 
. competition, so choose from a gridlock 2-3 zone or go man-to-man. ° 
. In the one-on-one mode, the characters look like the cartoons—tall and normal— 
~ butin the group game they look SD (super deformed) and cute. Definitely a twist from 
+ the typical American hoops cartridge, but probably not destined for these shores. 
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your multi-tap adapters ready! 


omberman 2 
HUDSON SOFT 
Super Famicom 
We all know the Bomberman series has a Cult following all over the 
world. Unfortunately, with the Duo on its deathbed, it’s highly unlikely that 

utes’ we'll see the super PC Engine sequel Bomberman ‘94 in this country, so we'll 
have to look to the Super NES for more Bomber-thrills. Fortunately, this AGTION 
Japanese cart is expected to be released in the States before long, so get  — 


Remember the “Draw Game” when time runs out in a match? Now | —_ 
“ there’s a “Sudden Death” option with a 30 second timer. Super Bomber- cy 
man 2 also includes a roulette bonus screen; spin the wheel to win a power- 
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up item for the next round. Then there’s the Golden Bomber, which appears when you turn 
the Battle Mode on at the set-up screen. What’s different about this beautiful G-Bomber? It's 
a secret, so you'll have to check it out when the game is released. 
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GENESIS CDX FOR 


| smartly-designed integrated games just like your bulky old phones that come 
system called the Genesis CDX Genesis. (This sets off eco- packed with the unit. : 
is ready to take players to the awareness alarms about the But wait, there's | / = 
next level of coolness. Though waste of plastic in its predeces- more! The CDX (darn, | 
it's been touted by 
Sega as “the fist (mm 
16-bit game system | 
that integrates into — 
one unit cartridge- | 
_ | based and compact — 
| disc-based game- ba: 
play,” the idea is not 
an original one. | <2. 
Those who consider | ~ 
| the TurboGrafx-16 | 
| to be a 16-bit sys- §=* 
| tem would argue 
| that the Turbo Duo | 
| was the first inte- | . 
grated cart/CD 1 ma- ee 


batch: Super Monaco 
| GP has been added. 
> . | Other peripherals in- 
». | clude a stereo A/V 
. | cable and A/C adapter. 
Unfortunately, 
there is one design 
flaw which keeps this 
new machine from | 
. fully realizing its po- 
tential as the ultimate 
_ video game box. The 
| controller ports are 
| not next to each 
_ other; they're angled 
on the flattened cor- 
- ners at the front of the 
S machine. Since the 
: ““) that sounds cute) two connectors are no longer on 
SEGA CLASSIGS™ | package also” the same plane, certain de- 
ARCADE COLLECTION cludes a Genesi a vices—including Electronic Arts’ 
— 4-Way Play adapter and the re- 
. ceiver unit for Acclaim’s Dual 
Mineiees — 


chine; then there was Japan’ S$ : 
-WonderMega, a combination. 
| _ MegaDrive/Mega-CD unit that is 
set to be released by JVC in the 
U. S. under the name X’ Eye. 
Anyway, now we’ ve got the: 
each. of choice, a sleek sol 
—8°x5"x2” unit that plays both — 
a | Genesis and Sega cD. games and 
| | even has a cute name: Genesis 
ne | CDX. (| wonder how. much ‘Seg 
paid the marketing” guru. who 
came up with this name 
“Hmmm. This product would b 
perfect for that angst-ridden, mo 
: bile. group of ieee 


CENFRATION x Looks like aCD player...hey, how and uses an 8X over- 
about ‘CDX?’”) Sampling processor. - 
Now that the Sega CD is SO what’s so hip about it? Music and game + 
coming into its own with a li- At first, it’s just amazing that a sounds can be heard ci is ee 
brary of games worthy of note,a machine this small can play _ privately via the head- Bias teid toss tans ton 
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